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ULTIMA VII 





y Le your kingdom, forge an Empire . . . your 
z ultimate challenge: create alliances, defeat enemy 
ol 


kingdoms and rule your domain. With superior 
animation and exciting 

sound effects — the 

Empire will come to life | 

on your screen! 


Available for PC and Compatibles.* 
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THE ELDER SCROLLS: ARENA™ 


an you survive the 
Elder Scrolls? The first 
campaign module, The 
Arena, challenges you 
like never before. . . 
From full 360° rotational 
movement, to the unique 
Melée™ combat engine 
and Spellmaker™ 
features, you will 


encounter the greatest 


ikenesses thereof are trademarks owned by TSR, Inc. and used under licence from STRATEGIC SIMULATIONS, INC. ©1993 TSR, INC. 
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ae only one name which 


takes role-playing games as seriously 
as you do: U.S. Gold. We know what 
makes a role-playing masterpiece, 
and our huge range of titles is packed 
with some of the finest examples of 
the genre, offering the highest levels 
of realism and interaction ever. And 
when we score top-rating hit after hit, 
we know that role-playing aficionados 
like you agree. So watch out for the 
greatest role-playing games from 

U.S. Gold. Because we can’t pretend 


anything else comes close. 


EVER BEOLDER 
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Ey of the Beholder. 


The Legend of Darkmoon. 
Assault on Myth Drannor. 

The best-selling 3-D graphic 
fantasy adventure series of all 
time. Transfer your characters 
from one game to the next 
with experience levels, 
attributes and items intact 
for non-stop adventuring! 


Avallable for PC and Compatibies.* 
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*Contact U.S. Gold, 
tel: 021 625 3366, 
if you require further 
technical details. 


EYE OF THE BEHOLDER Ill + 
VEIL OF DARKNESS EYE OF 
THE BEHOLDER * LEGEND OF 
DARKMOON (EYE OF THE 
BEHOLDER II) * DRAGONS OF 
FLAME * HEROES OF THE 
LANCE * PROPHECY OF THE 
SHADOW TEL: 0839 654 139 
OPERATION STEALTH * 
ANOTHER WORLD * 
FLASHBACK * CRUISE FOR A 
CORPSE TEL: 0839 654 284 
LUCASARTS HELPLINE © 
LeCHUCK’S REVENGE 
(MONKEY ISLAND 2) # 
INDIANA JONES (LAST 
CRUSADE & FATE OF 
ATLANTIS) * ZAK McKRACKEN 
* MANIAC MANSION * LOOM 
* THE SECRET OF MONKEY 
ISLAND * X-WING * DAY OF 
THE TENTACLE * SAM & MAX 
HIT THE ROAD TEL: 0839 654 
123 LEGENDS OF VALOUR 
TEL: 0839 993 366 STREET 
FIGHTER I! TEL: 0839 007 
755 SIR-TECH HELPLINE 
CRUSADERS OF THE DARK 


SAVANT TEL: 0839 994 477 


Service provided by U.S. Gold Ltd 
1-4 Cuckoo Wharf, Litchfield Road, 
Birmingham. 86 7SS. If you are 
under 18 please get permision to 
use the telephone. Calls cost 39p 
per minute cheap rate. 49p per 
minute all other times. Prices 
correct at time of going to press 
(March 1994). If In doubt contact 
U.S. Gold Customer Services for 
full details of currect charges and 
contents. 


Technical Support 
Hotline 


021 326 6418 
(Mon-Fri) 











This month's cover image has 
been rendered on a Silicon 
Graphics workstation by 
Dennis Loubet and Jennifer 
Davis. Thanks to Origin for 
supplying the artwork. 
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PC is growing all of the 

time and from what 
= | we’ve seen in the last 
few weeks everything is going to get 
crazier over the next six months to a 
year. CD-ROM is already establishing 
itself as the new standard for PC 
entertainment as we learn that large 
stores such as HMV Level One are 
selling half of their PC stock on CD. 

It’s not just this though, the power of 
the PC is about to take another step up 
as well. Just as we accept that maybe a 
DX2 ought to be on the shopping list 
this year we find that a whole host of 
new spec CPUs being released through 
Intel. The high powered, clock tripled 
486 DX2 75 joins the two new Pentium 
chips (rated at 90 and 100MHz!) as we 
also learn that the new Pentium-based 
systems in the US are selling for under 
two grand. At Christmas we all thought 
that Origin recommending a Pentium for 


FESS ME 


its next batch of releases was just a 
joke, but now it seems far more serious. 
With 67 million 486-based PCs now 
installed worldwide, it seems that the 
huge power struggle we spoke of a few 
months ago is already over. It’s an 
unfortunate thing to have to accept, but 
the 386 is dead. More than 50 per cent 
of the world PC userbase is now using 
the 486 — how can the developers and 
software houses ignore that? 

What's next though? With Power 
PC just around the corner it looks as 
though nothing will stand still. 

JOHN DAVISON & 
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productive 
people at 
Westwood 


Studios (see the special feature in issue 
two) are continuing the fight against 
mediocre software with a number of 
high-quality software titles planned for 
release later in the year. 

With the CD-ROM version of LANDS 
OF LORE waiting in the wings for its 
appearance, the announcement of a 
sequel comes as no surprise. Details 
are sketchy but expect loads of 
beautifully drawn graphics when the 
game is released by Virgin’ in 
September. 

Around the same time as LOL Il, 
Westwood will again be teaming-up with 
Virgin to release a brand-new strategy 
game entitled COMMAND & CONQUER. 
Again, not much is known about it yet, 
so stay tuned for further developments. 

While we’re on the subject of Virgin, 
you may also be pleased to know that 
the Dave Perry Mega Drive classics 
COOL SPOT and ALADDIN, are being 
converted to the PC for release later 


this year. Cool Spot will appear in June 
priced £30.99, with Aladdin following 
sometime in October. Better late than 
never | suppose. 


A brand-new RPG/adventure set in 

a world dominated by Soviet 
oppression, is set to be released by 
Cyberdreams UK and Texas-based 
Castleworks towards the end of April, 
with a RRP of £39.99. Entitled RED 
HELL, Cyberdreams MD Mark Scriven is 
clearly excited about this new release; 
“We recognised very quickly that Red 
Hell was a quality adventure game of 
truly epic proportions, which would 
appeal greatly to fans of the genre”. 
Red Hell features cinematic, 3D 
animation and includes more than 70 
spectacular locations throughout the 
game — sounds promising. A date for 
the release of a CD-ROM version will be 
announced shortly. 

Cyberdreams is also about to 
unleash a CD-ROM version of 
DARKSEED (watch for a review next 








Noctropolis — Electronic Arts 


ELECTRONIC ARTS PREPARES ITSELF FOR NOCTROLPOLIS, WHILE 
NOVALOGIC FINALLY ACCEPTS THAT A GAME REQUIRING SMB IS A BIT 
UNREASONABLE! ELSEWHERE THE 3D0 COMPANY ANNOUNCES A 


BOARD FOR THE PC AND IBM ACCEPTS SOUNDBLASTER AS A STANDARD. 


EWS 





issue), plus it has also announced a 
sequel to the original Darkseed game 
and has again signed-up HR Giger to 
handle the visuals. 


It’s time to get scared again with 

NOCTROPOLIS, a subtle cross 
between an interactive movie and a 
point-and-click graphic adventure. In 
this atmospheric new game you play 
the role of a comic store owner who is 
mysteriously transported to Noctropolis; 
a dark and unsettling place inhabited 
by Darksheer who is your favourite 
comic character. Unfortunately for you, 
Darksheer has disappeared and the city 
looks to you for salvation. Not being a 
superhero yourself, you’re going to 
have a hard time convincing the 
inhabitants otherwise. 

Slated for an August release, 
Noctropolis is already beginning to take 
shape and, as you can see by these 
shots, the graphics already look 
absolutely stunning. Watch out for a 
preview soon. > 





GREAT NAVAL BATTLES VOL. II 























- 
Get ready for the second volume in SSI’s 
hugely successful ADVANCED SIMULATOR SERIES! 
GREAT NAVAL BATTLES VOLUME II: es 
GUADALCANAL sends you to the South Pacific for } 
the monumental conflict that rocked these remote PX 


islands. Five tactical battles, three carrier battles, and 
one full campaign 
provide limitless hours of cutting-edge World War II 
naval combat simulation. All in crisply detailed Super-VGA! 
Build your forces from100 ship types and 20 plane types 
as you engage enemy forces on land, at sea, and in the air. . 
Sophisticated command ahd 
control features let the computer 
handle the details while you make 
the big decisions. Or, micro-manage».. 
every detail — right down to the ‘gta te 
targeting of individual guns! rs 


IBM 256-COLOR SVGA DISPLAYS 
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Good news for PC drivers; 
Thrustmaster, the software 
industry’s premier supplier of high- 
quality hardware peripheral devices, 
has just released the FORMULA T-1 
DRIVING CONTROL which is a fully 
functioning steering wheel with 
acceleration and brake pedals for 
added realism. Retailing at just under 
$180 in the States, this sturdy, 
functional and highly sexy black, 
powder-coated aluminium set-up will 
probably only ever be available on 
import in the UK. For more details call 
Thrustmaster direct on 0101 503 639 
3200 or call Bob Sidwick at RC 
Simulations on 0272 550900. 


Oxford-based Rebellion is testing 

an enhanced CD-ROM version of 
its critically acclaimed EYE OF THE 
STORM, with the release date still a 
month or two away. This new CD 
version will feature an _ all-new 
soundtrack (the original had a great, 
ambient theme tune) plus a few other 
bits and bobs thrown in there for good 
measure. Jason Kingsley, creative 
director at Rebellion, assures us that 
there will be no wasteful graphics 
sequences to hamper the gameplay, 
with all efforts being concentrated on 
the atmosphere and ambience. 

Rebellion also has two as yet 
unnamed titles in development for the 
PC; a 3D, space exploration game 
based on a huge moonscape is still 
some time away, whilst a mediaeval 
village simulator utilising complex 3D 
modelling should also be ready 
sometime around Christmas. 

At the moment Rebellion is having 
to concentrate all its efforts on Jaguar 


World Cup USA ’94 - US Gold 











development and so is looking to 
expand its development team. 
Interested programmers and graphic 
artists should call Jason Kingsley on 








0865 784555 for all the details. 
eo” 3DO company has recently 

announced that the guts for its 
revolutionary games system (due to be 
launched in the UK any day now) will be 
made available on a_ single PC 
expansion card. Coupled with an MPC’s 
CD-ROM drive the new card will provide 
a full spec 3DO system for a fraction of 
the price of a standalone console. 
Although nothing has been confirmed 
as we go to press, it seems likely that 
we’ll be seeing this new card by the 
summer of this year. We’ll bring you 
more news as soon as we have it. 





More hardware news this month 

comes from INTEL. Just as you 
thought everything had settled down in 
the processor power stakes, the firm 
has now made a_= number of 
announcements regarding both its 486 
and Pentium series processors. 

Released earlier this month was the 
clock-tripled 75MHz 486 DX2 chip as 
well as both 9OMHz and 100MHz 
PENTIUM chips. This sudden leap of 
power has been made possible by the 
fact that cheaper production is now 
possible and as a result Intel can 
concentrate on pushing all of its 
powerhouses to the maximum. 

Related to this news is the fact that 
a full spec Pentium-based system in the 
US is now available for less than $2,000 
— a dramatic drop. Maybe the new 
standard will become widely accepted 
now? Still, with POWER P€ not far away, 
we’re going to be sitting back and 
watching one hell of a fight for 
superiority in the coming months. 
Expect prices of Intel-based hardware 
to tumble by the end of the year. 


US Gold is planning to release the 
official WORLD CUP USA '94 
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simultaneously on nine different formats 
—- PC included. Football fans 
disillusioned by England’s lack of 
success in the World Cup will no doubt 
take solace from the fact that this new 
footy game incorporates 3,000 frames 
of player animation, actual images and 
designs from the World Cup (including 
Striker the dog) and competition at club, 
international and world levels. 
Apparently there will also be over 15 
different moves available, including 
overhead, bicycle and scissor kicks plus 
goalkeeper throw-outs and one-handed 
saves — more moves than the England 
team is able to throw together! 

Release is set for sometime around 
the start of the World Cup on 17 June 
and the price is to be announced. 


EA’s FIFA SOCCER is coming out for 

the PC. The disputed king of the 
console footy games, FIFA Soccer 
managed to sell by the bucketload 
before anyone realised that it looked a 
lot better than it actually played! Still, 
the PC version is being programmed in 
the UK and is apparently looking 
extremely good. Expect to see a battle 
between this and US Gold’s World Cup 
USA ’94 sometime in the near future. 


Flight Sim fans will no doubt have 

noticed a few bits and bobs 
regarding TORNADO 2 in our interview 
with John Nichol last issue. Well, the 
project is still pretty much shrouded in 
mystery, but we are informed by the 
bods at DI that the game should be out 
during the first quarter of 1995. PC 
Player should be one of the first with 
news on this new simulation, so keep it 
here. 


Microsoft's FLIGHT SIM 5.0 is 

about to go through a re-birth in the 
shape of an official new patch disk 
available only through the Flight Sim 
Club of Great Britain. Frame rate has 
been visibly improved (almost doubled 
in speed!), stalls and spins are now 










We would certainly 
fare better as allies 
than we have as 

enemies. Stall we 





properly implemented, flight models 
have been improved and engine torque 
effects have been toned-down. 

The Flight Sim Club bulletin board 
can be reached on 0908 319291. If you 
are having any difficulties getting hold of 
a copy, send £2.00 (covering P&P) to 


RC Simulations, Beehive Trading 
Estate, Crews Hole Road, St George, 
Bristol, BS5 8AY for an update disk. 


Virgin has got it! If ‘it’ is catching, it 
can keep away from us! But (not 
very) seriously folks — after Sensible 
Soccer and the hugely enjoyable 
Cannon Fodder, those cheeky boys at 





Sensible Software have announced 
their latest bastardisation of a popular 
sport. Yes, SENSIBLE GOLF is said to 
put the ‘GO’ back into ‘GOLF’ as 
programmers Jools, Stoo and RJ 
attempt to remodel computer golfing 
with the totally original Sensible 
approach. 

Knowing exactly what the team is 
aiming for, Software chief Jon Hare had 
this to say about the game: “There are 
these four guys walking around the 
courses, and they each have their own 
charm and personality. To appease the 
sad style-over-content consumers, we 
have decided to introduce sprinkling of 
big, snazzy graphics such as oversized 








Sensible Software 


NEWS 





pictures of each bloke as he takes his 
shot”. Sounds revolutionary, and should 
definitely be a plus for the sad image 
obsessed consumer looking for a 
purchase. 

The game is still at a very early 
stage in its development but we’re 
assured that “in no way will it turn out 
crap”. Sensible Golf is (ahem) ‘on 
course’ for release this Christmas, so 
until then, normal service will resume as 
usual. 









(Top Row) Lords of 
the Realm, 
(Bottom Row) 
D-Day: The 
Beginning of the 
End — Impressions 





or THE BEGINNING OF THE 
END is yet another PC _ title 
commemorating the 50th anniversary of 
D-Day (alongside Virgin’s D-Day 
Overlord), and will be winging our way 
courtesy of Impressions Software Inc. 
The Beginning of the End is the latest in 
a series of Micro Miniatures games and 
will be the first in the series to feature 
modern unit types. Following on from 
the success of The Blue & The Grey, 
TBOTE will be a fully-fledged campaign 
game, where the player commands 
either the Allied invasion force or the 
Axis defence force in a bid to take 
Berlin, or repel the invasion. Crisp, hi- 
res graphics and months of prospective 
strategy play will no doubt tempt many a 
strategist awaiting its release. 
Impressions is also about to take a 
step back in time with its new, period 
strategy game of feudal governing, 
combat and conquest in the late 13th 
Century — LORDS OF THE REALM. While 
looking remarkably similar to Kingmaker 
in places, Lords of the Realm is 
probably more akin to a mediaeval sim- 
type of product, with the player 
becoming involved in farming as well as 
conquest (the mind boggles)! Lords of 
the Realm can be played by either one 
or two players, and in Impressions’ 
ongoing commitment to on-line gaming, 
modem play will also be supported. PC 
Player will have a full review in the near 
future. » 
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CREATIVE TECHNOLOGY, the team 

behind the Soundblaster standard, 
has announced that it has signed a deal 
with IBM to establish the Soundblaster 
as the true standard for sound on the 
PC. IBM will now ship PCs with a high- 
spec Soundblaster Pro as standard 
and it seems likely that many other 
manufacturers will follow. Maybe we'll 
even see sound technology on the main 
PCB in the next few months? 


Suncom has just released its latest 

high-calibre joystick in the shape of 
the FLIGHT MAX, described by the firm 
as an advanced flight control console. 
Offering both throttle and rudder 
controls on thumb wheels (much like 
those found on the CH Flight Stick), the 
unit is excellently constructed making 
use of all of the very latest technology. 
Watch out for it in all decent game 
stores for £39.99. 

Also from Suncom is the advanced 
game port card, the GAMEPORT 2000. 
Basically a simple dual-port card, we’re 
assured that this new (extremely small) 
expansion card will work on all systems 
from 286 to Pentium. As well as offering 
joystick interfaces, it also has the novel 
feature of routing the sound from your 
internal speaker to an audio jack...hmm, 


now you can hear crap sound at high 
volume. 
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ARMORED FIST, the tank simulator 

developed by Novalogic developed 
and set to be released through 
US Gold, has been delayed quite 
considerably due to a major rethink in 
way the game is to be marketed to the 
public. Originally intended as an 
extremely high-end combat simulator 
requiring ludicrously high hardware 
specs (486 and 8Mb of memory!), the 
game is now set to be enhanced (if 
that’s the right expression to use) so 
that it will run on a 4Mb machine. 
Hopefully we’ll be previewing the new 
version of the game in issue seven. 


Another last minute news item — it 
seems that Ocean and DID have 
had to delay the launch of the rather 
super-looking INFERNO until at least 
September. Details are a little unclear at 





Armored Fist - Novalogic| 


the moment, but seeing as we were 
expecting the CD-based space combat 
game to be available by May, it’d be 
safe to say that some major changes 
are being made. 


PC CD-ROM seems to have 

already established itself as a high 
volume format. According to HMV’s 
flagship Level One store on Oxford 
Street, CD-ROM titles are now 
consistently in the top five. In the past 
months the superstore has more than 
doubled its shelf space for the up-and- 
coming format. According to HMV 
games manager Gerry Berkley, “the 
success is being fuelled by genuinely 
innovative CD games rather than 
simple time-saving games that are just 
titles that would have been 11 disks put 
on one CD”. Aside from this, Berkley 
also claimed that by the end of 1994, 
CD-ROM sales would account for half 
of the London store’s PC games sales. 
Source: CTW 7/3/94 
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Don’t be surprised if a CD-ROM 

version of SIM CITY 2000 appears 
in the not too distant future. Boasting 
slightly enhanced features and the 
convenience of CD-ROM, it seems that 
Maxis is hoping to have its top-selling 
game (it’s currently nestled very firmly 
at the top of the Gallup charts) on the 
shiny format in the next couple of 
months. 


After nearly two years of lying low, 

Krisalis has pulled out all the stops 
and is set to unleash a whopping eight 
games over the next few months. First 
out of the stables is QUARTERPOLE, a 
horse-racing game which will have 
hard-up gamblers squirming in their 
seats. It promises to include every 
aspect of the real thing, even down to 
betting on the gee-gees, running your 
own stable and even recreating the 
stench of fresh horse dung (thanks to a 
handy scratch ’n’ sniff card). Like many 
of the new Krisalis titles, Quarterpole 
will cost a mere £29.99 — a veritable 
bargain | think. Even the Queen Mum 
has expressed an interest in the game 
and she’s hoping to upgrade her 486SX 
to a more powerful DX2 before the 
game comes out in the spring. 

While on the subject of royalty, 
Krisalis also has MANCHESTER UNITED 
PREMIER LEAGUE CHALLENGE, which 
is due out some time in May. Following 
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Creature Shock - Argonaught Software 








on from the numerous other Man Utd 
titles in the Krisalis back catalogue, this 
new version will be better in every 
way compared to its predecessors. 
Improved graphics, improved gameplay 
— hell, even the packaging is going to 
be improved. As yet no price has been 
decided, but Krisalis promises that a 
free rubber Ryan Giggs will not be 
given away free with each copy. 

Still on the Krisalis front there is 
HANNIBAL, a_census-taker’s-liver- 
served-with-Fava-beans-and-a-nice- 
bottle-of-chilled-Chianti simulator...no, 
sorry it’s based around the A-Team. 
No, no, it’s actually something to do 
with that bloke who trudged across the 
Himalayas with a herd of elephants. 
Unsurprisingly, it’s a strategy game and 
should be reviewed in full in next 
month’s issue of PC Player. 

Yet more Krisalis titles coming up, 
but not until nearer the end of the year. 
SUPER TREK: SEARCH FOR STOCK is a 
puzzle game due out in September, 
while an enhanced and updated version 
of the strategy extravaganza RINGS OF 
MEDUSA will appear in May, entitled 
THE GOLD EDITION. There’s also 
SOCCER KID, a cute platform game 
more at home on the consoles than on 
the all-powerful PC. One last game 
(gasp) is LEGEND. Ai this stage very 
little is Known about the game apart 
from it’s going to be an RPG and 
should arise some time in November. 


Interplay is working on a sequel to 

the excellent Castles. Imaginatively 
entitled CASTLES Il: SIEGE AND 
CONQUEST, the new game will be 
along the same _ lines as_ its 
predecessor, with lots of beer-drinking 
and pillaging and that sort of thing, but 
itll also feature some smart digitised 
footage and more intelligent computer 
opponents. It’s not due out for some 
time and as yet no price has been 
decided. 


If you’re having problems with your 

PC then Eurosoft might just be able 
to help you out, with a useful utility 
called P€=CHECK which does exactly 
that. Coming on disk, when run this 
program checks out your entire system, 
looking over the motherboard, RAM, 
CMOS settings and the DMA controller. 
Memory can be checked with the 
tester, and it also scans all the drives 
to make sure that they are working 
efficiently. 

Other checks the program runs 
include video tests which check the 
monitor for alignment and linearity, and 
the utility can also predict any future 
problems after an extended soak test. 
PC-Check is the perfect utility for 
curing PCs suffering from slow-down or 
not working at all, and costs £79.99 
from Eurosoft who can be contacted on 
0202 297315. 

Eurosoft also has the DISCOVERY 
CARD which fits into any expansion slot 
on the motherboard. It detects every 
IRQ and DMA request, which can be 
extremely useful. It doesn’t come 
cheap though, costing £199. Once 
again contact Eurosoft on the number 
above. 


Virgin’s next big release looks 
as though it’s going to be 
| CREATURE SHOCK, developed by 
| Argonaught Software. A CD-ROM only 
| product, the game combines 3D role- 

playing adventure with shoot’em-up 

action in an unusual alien world of the 

future. Using some truly stunning 3D 

rendered visuals, it looks set to be one 
| of the most spectacular games of 
| the moment. Huge twisting tunnels, 
| massive monsters, scary creatures and 
a host of characters make this really 
worth taking a look at. What more can 
we say? Just check out the screen 
shots below. The release date for 
Creature Shock is tentatively scheduled 
for late June. 
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Microprose has finally announced 

the release date for its tank combat 
simulator, ACROSS THE RHINE. Those 
of you looking forward to the MPS 
ground-based sim will no doubt be 
pleased to learn that it will be in the 
shops by June. 

Making use of a very. similar 
graphics engine to that found in F-15 Ill 
and F-14 Tomcat (which, incidentally, 
we should have for review next month), 
the game presents a tactical sim set in 
the closing stages of WWII. Gameplay 
is set in June 1944 and can be | 
continued right through to the end of the | 
war in 1945, with players being given 
the option to play as either the US army | 





or the German Wehrmacht. 
Microprose is adamant that the 
game is very much a simulation rather | 
than a war game as such, and is 
pitching the product as a tank Vs tank, 
squad Vs squad-level battle. As the 
commander of a single tank, players 
basically have to move according to 
orders and eliminate any threat to 
their forces, with much of the control 
being from an almost Battlezone-style 


viewpoint. 
Support forces and squads are all i 
implemented for both sides and we’re i 
informed that an enormous amount of i 


research has gone into the development 
of the game to make it as realistic as 
possible. We’re also told that a number | 
of set-piece battles have been included 
as part of the package including Battle 
of the Bulge, Mortain, Falaise and the 
breaching of the Siegfried Line. Watch 


for a preview next month. ik 


VIRGIN has announced that its 
growing number of MEGASTORES 
will soon be stocking PC hardware as 
well as software. The primary product 
on offer will be the new VIRGIN : 
EUROMAGNETICS machine —- the 
MULTI-MEDIA PC, which is a low-cost : 
PC aimed at the home and small office. : 
Prices for the new machines start at * 
£1380 (including VAT) for a 486SX25 i N Arnd 
with 170Mb hard drive and double- : 
speed CD drive. All machines in the : ; 
range share the basic specs and : 
include 4Mb of memory, Local BUS 
architecture, 1Mb Video RAM and a 14” 
SVGA monitor. Expect to see the 
machines in the firm’s 24 stores within 
the next month or so. 

















Electronic Megastore - Wellingborough, Antics - Swindon, A - Z Leisure - Northampton, Northampto 
Darlington, Marcliff Comp - Sunderland, Topsoft - Darlington, Topsoft - Stockton, AJM - Monton, Might 
Sea, Computer Games - Brierly Hill, Telegames - Dumfries, Mr Disk - Queensway, Bus Info Systems - 

Barkman Computers - Kingston, Computer Software Co - Manchester, Bytes & PC - East Sussex, 
Invicta Software - Tunbridge Wells, Battlepower - Camberley, MaidtapeComputers - Bracknell, Vudata 
Silica Systems - Ipswich, Microtronics - Tamworth, Computacenta - Derby, Model Shop - Stro 

F1 Return - Lowestoft, Hobbyte - Luton, Tavistock Video - Bedford, 1st Compute - St Neots, Auditions - 
Bits 'N' Bytes - Dundee, Holburn Software - Aberdeen, Ultima - Guildford, Antics - Guildford, Software 

Superstores - St Helens, Software Superstores - Bolton, Software Superstores - Hanley, Antics - W 

Fosters - Lichfield, Knight Games - Bridgenorth, Gainsborough Software - Gainsborough, Software Bo 
Datagem (High Holborn) - London, Datagem (Pitfield St) - London, Games Buster - Aldridge, 

City Computers - Lancaster, Pulse Computing - Christchurch, House of Fun - Torquay, Antics - Plymou 
Game Zone - Blandford, Tomorrows World - Hull, Computer & Game Centre - Scarbo 
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Computer & Games - Northampton, Mays - Leicester, Softly - Becklow Gate, Performance Comp - 
Micros - Fallowfield, Computerware - Eastbourne, K-Computers - Stirling, Computerware - Bexhill on 
Haverford West, Comtazia - Merry Hill, Virgin - Birmingham, Computa Store - Belfast, Gizmo - Halifax, 
C & N Cycles - East Grinstead, Weldon Enterprises - Ashford, Westman Computers - Gravesend, 
Ashton U Lyne, Omega Projects - Leigh, Sapphire Software - Hastings, Ultima Retail - Southampton, 
d, Software Emporium - Norwich, Computer Plus - Kings Lynn, Just The Games - Dunstable, 
Kettering, Kerrison Toys - Norwich, Computer Plus - Isle of Wight, Softville - Havant, Chips - Newport, 
Superstores - Stockport, Software Superstores - Warrington, Software Superstores - Wigan, Software 
rcester, Computer Crazy - Bilbrook, 'M' Micro Computers - Hull, Horsforth Comp Centre - Horsforth, 
‘- Poole, Gamer - Brighton, Worthing C.C., Micro Centre - Doncaster, Computers Galore - Dewsbury, 
RJ Computers - Bristol, Antics - Bristol, Coventry C.C. - Coventry, Capri Marketing - Marlow, 
th, Gameland - Basingstoke, Disk Box - Chatham, Micro Centre - Portsmouth, Powerhouse - Plymouth, 


‘ough, Soft Centre - Cwmbran, SGM Electronics - Wigan, Seventh Heaven - Wisbech. 
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MULTI-MEDIA IS ABOUT TO BECOME BIGGER THAN 
by 

EVER, WITH THE COMPACT DISC BURYING THE 
John Davison 

FLOPPY DISK IN THE SAME WAY IT KIKED VINYL. 
Paul Mallinson 

GAMES ARE INCREASING DRAMATICALLY IN SIZE 
Alex Simmons 

SO IT’S ONLY LOGICAMTHAT THEY'RE SQUEEZED 
Fit} 

ONTO A SINGLE CD RATHER THAN 15 FLOPPY 
Keith Sloan 

DISKS. BY THE END OF 1994 MOST SOFTWARE 
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HOUSES WILL PHASE OUT FLOPPY RELEASES IN 
FAVOUR OF CD-ONLY PRODUCTS, SO ISN’T IT TIME 


YOU UPGRADED TO CD-ROM? 





time passes the price of 
a CD-ROM drive drops, 
making it more affordable for 


your average PC owner. Now a range of 
multi-media packages are available, 
including the CD drives, the appropriate 
sound cards as well as a load of games 
and software utilities, but are the 
benefits of CD still worth forking out 
another £400 for? 

The advantages of CD are obvious. 
The first advantage is that the storage 
capacity of a compact disc far exceeds 
that of a floppy and therefore most of 
the data can be left on the original disc, 
thus freeing up valuable hard disk 
space. Another feature of many CD 
games is the inclusion of digitised 
dialogue which greatly enhances many 
of the point-and-click adventure games 
readily available, not to mention some 
of the more impressive full-motion video 
games like Return to Zork and the 
visually stunning Rebel Assault. But 
before you part with your hard-earned 
cash, carefully scan through this 
month’s multi-media Super Test where 
PC Player rips open four of the most 
popular CD packages on the market. 


VALUE FOR MONEY 


EASY CD tok 
ORCHID tok 
MEDIA VISION * 
SOUND SENSE » ©. 0.6.0.4 


When you take into consideration how 
much some of these multi-media 
packages cost, it’s essential to know 
which bundle gives you the best value 
for money. After all, not many of us can 
afford to spend another six hundred 
quid on a CD drive after forking out a 
grand or so on a decent computer. 

In terms of cost, the Orchid multi- 


One of the best all-round CD-ROM drives is the Panasonic system which is not only excellent as part of the Sound 


media kit is the cheapest bundle of the 
four, totalling in at just under £370. The 
Sound Sense bundle is slightly more 
expensive, but is still relatively cheap 
compared to the Double Fusion LX 
which costs a whopping £600 — a lot of 
cash for an internal CD drive, I’m sure 
you’ll agree. Finally there’s Creative’s 
Easy CD-16 which has a recommended 
retail price of £619 (excluding VAT), 
although you'll be able to get it cheaper 
if you shop around. 

The contents of all of the bundles 
are very similar. Inside each box is a 
double-speed CD-ROM drive, a decent 
sound card and a pair of speakers. 
However, some of the packages have 
the additional bonus of including utilities 
and games. For instance, the Sound 
Sense kit comes complete with £150 of 
software titles, namely 7th Guest, Day 
of the Tentacle and The Legend of 
Kyrandia. All of these are quite sensibly 
on compact disc, which is more than 
can be said for demos included in the 
Orchid multi-media kit. Why have a 
couple of demos and Zool on floppy 
when you’ve just paid out for the 
advantages of CD?! The Easy CD-16 
contains a massive five CDs, which 
store various programs including Aldus 
Photostyler, a fairly poor Interactive 
encyclopaedia, the entertaining Animals 
CD and a couple of animation utilities. 

Both Creative Labs’ Easy CD-16 
and the Sound Sense CD drives prove 
to be reliable and easy to install, 
although you do pay extra money for 
the quality of Creative’s external drive. 
The Orchid and the Fusion LX are 
equally as simple to set up, but the 
latter is far inferior in terms of the quality 
of workmanship — the flimsy plastic CD 
tray is pathetic and the whole unit has a 
very cheap and somewhat nasty feel to 
it, which is rather surprising considering 
the price. 





Sense Multi-Media package, it’s also the ideal choice if you’re after a standalone CD system to go along with 
your existing 16-bit sound card. It’s well built, more than fast enough and reliable 


SUPER TEST 





Taking into account the quality of 
the drives and the hard/software you get 
in the bundles, the Sound Sense multi- 
media kit offered the best value for 
money. It’s the cheapest of the four and 
has some excellent software included in 
the pack, Day of the Tentacle in 
particular. The drive itself is one of the 
best internal CD drives we’ve had the 
pleasure to use. The Orchid comes 
a close second, with the overpriced 
Double Fusion LX ending up at the 
bottom of the list. For £600 you can get 
the Easy CD-16, which is an excellent 
drive with the added bonus of being 
external — but why pay that much cash 
when you can get an internal drive with 
the same performance and better 
software for just over half the price? Do 
the advantages of an external drive 
warrant the hefty price tag? 


HARDWARE 


EASY CD tok tok 
ORCHID toto IK 
MEDIA VISION kn 
SOUND SENSE kkk 


Considering that the Sound Sense 
Panasonic CR562B drive is one of the 
cheapest of the lot, it is extremely well 
constructed. It’s a double-speed drive 
which, like the other drives tested, runs 
at about 310KB/s. The accompanying 
Soundblaster compatible Galaxy Pro 16 
sound card is excellent, but still does 
not match the performance of the 
SoundWave 32 card that comes in the 
Orchid package, which is compatible 
with the Soundblaster, AdLib, General 
MIDI and Roland. All the cards are 16- 
bit which means the sound is clearer 
and in stereo. 

No matter how good your sound 
card is, a decent pair of speakers 
is needed for the perfect audio 
experience. The speakers in all four 
packages are quite good, but don’t 
expect a set of 16-inch woofers that can 
kick out more decibels than the PA at 
Wembley Arena — these are just small 
speakers that are perfect for the job. 

Of the four, the external Easy CD-16 
drive is the sturdiest, housed in a tough 
casing. The Orchid and Panasonic 
drives are equally well constructed, 
leaving the somewhat disappointing 
Double Fusion LX trailing. Considering 
this is the second most expensive drive 
we've tesied, it really is quite poorly 
made. It looks cheap and tacky and the 
flimsy plastic CD tray really is appalling. 
| reckon the tray will last little longer 
than a few months of continuous use 
and it’s extremely limp compared to the 
strong Creative and Panasonic drives. > 


The Media Vision 
CD-ROM drive 


suffers 
considerably in 
the hardware 
quality stakes due 
to a number of 
reasons. 
Unfortunately the 
most glaring 
problem is the 
horribly flimsy CD 
tray which pops 
out of the machine 
with a disturbing 
lack of sturdiness 
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Much of the 
multi-media 
software on offer 
is of little 
consequence to 
gamesplayers, 
however there are 
some surprisingly 
good educational 
programs 





PC PLAYER ISSUE SIX 


they all 
the same access rate, the internal 
Panasonic and external Creative drives 


Even though perform at 


have the edge because of their 
reliability. The Orchid is also particularly 
good, especially as it’s bundled with the 
outstanding SoundWave 32. Just don’t 
bother with the Double Fusion LX. 


SOFTWARE 


EASY CD kkk 
ORCHID - 
MEDIA VISION kkk 
SOUND SENSE tok Ik 


Virtually every multi-media upgrade 
pack comes complete with bundled 
software. There’s no denying that 60 
per cent of this software is a complete 
waste of plastic, but there are always 
exceptions to every rule and some 
bundled ‘freebies’ actually increase the 
overall value of the upgrade packs. 

The Creative Easy CD-16 pack 
comes supplied with five CDs — more 
than any other upgrade package 
featured here. Unfortunately, there are 
no games supplied with the Creative 
pack (which is a bit boring), but the 
quality of the rest of the software makes 
up for this. Aldus Photostyler is a 


Click on the people and 


watch them do amusing 
things in this entertaining 
yet ultimately useless 
‘interactive book’. 
Certainly one of the more 
obscure uses for a multi- 
media system 







professional imaging utility that runs in 
either 640 by 480 (256 colours) or (for 
the best results) in 24-bit truecolour, 
which can also be used in conjunction 
with the supplied Photo CD disk. While 
all of these upgrade packs are Photo 
CD compatible, the Creative Easy CD- 
16 is the only one to actually include the 
software needed to read Photo CD files. 
The ubiquitous Software Toolworks 
interactive encyclopaedias rear their 
ugly heads too, with only The Animals 
worthy of anyone’s time and attention. If 
you’re looking for entertainment, it may 
be better to look elsewhere. 

At the other end of the scale, the 
Sound Sense upgrade pack comes 
supplied with three quality CD games; 
Day of the Tentacle, Kyrandia and 7th 
Guest. As we already know, DOTT is an 
essential CD purchase which will no 
doubt have sold a good few CD-ROM 
drives on its own. As bundled software 
goes, the Sound Sense pack is hard to 
beat — quality, not quantity is the key 
here. 

Bottom of the bunch is definitely the 
Orchid upgrade pack. With three demos 
(Zool, Sink or Swim and Lotus Ill) 
squashed onto one floppy disk and only 
one complete game (Zool), it may come 
as no surprise to discover that this 
particular piece of kit fared very badly in 


Many of the freebies 
included with the 
packages are very well 
presented. The Animals 
for example is effectively 
an SVGA zoo on disc -— 
with all the appropriate 
noises. Fun or what? 





this category. Heck, the package 
doesn’t even come supplied with a 
single CD, which is a very bad move in 
itself! 

Media Vision’s Double Fusion LX 
tries its best to provide us with some 
half-decent software, but if the truth be 
known the bundled software is nothing 
more than a collection of very old 
games and the usual interactive book- 
type product. Railroad Tycoon is good, 
as is Arthur's Teacher Trouble (if you’re 
looking for edutainment that is), but 
neither match up to the might of Day of 
the Tentacle and co. 

Not a great deal can be said about 
the installation software supplied with 
each pack, except that they are all very 
easy to use. The Orchid installation 
software is the only one without an 
autocheck, but this is only a minor 
problem when you consider that the 
pack comes with very little decent 
software anyway! 


INSTALLATION 


EASY CD 0.0. 0.8.4 
ORCHID kw 
MEDIA VISION kkk 
SOUND SENSE kok 





SOUND, BART 


The Creative Labs’ pack has been 
assembled and constructed with 
the user in mind — a minimum 
amount of fiddling is required to 
get the system up and running, 
and the CD drive itself is powered 
by the sound card so there are no 
extra cables to be stuffed down 
the back of your desk. A 
Soundblaster 16 sound card is 
supplied with the pack and this is 
the only piece of hardware that 
requires installation to your PC 
motherboard. Once all the 
relevant driver software has been 
loaded onto your hard drive, 
you’re away. It’s that simple — the 


PRODUCT 
Sound Blaster: Easy CD-16 


SUPPLIER 
Creative Labs 


£619 ex VAT 


CONTENTS 


D/s Matsushita CD-ROM drive, Soundblaster 
16, Stereo Speakers, Mic, Software 


PRODUCT 
Sound Sense Multi-Media 


BCC Distribution 
Telephone: 0282 31108 


CONTENTS 


Panasonic CD-ROM Drive, Stereo Speakers, 
Sound Card and three games 











package isn’t called the Easy CD 
for nothing! 

The CD drive itself is a very 
fast Matsushita double-speed 
external model, running at 
approximately 320 KB/s — easily 
fast enough to handle even the 
more sluggish examples of CD 
software. Not only is the drive 
aesthetically pleasing and sturdily 
constructed, but it also comes 
complete with a built-in game port 
(for joysticks). 

The bundled software is a 
little thin on the ‘fun’ side. The 
Kodak Photo CD disk could come 
in very handy if you plan to take 
advantage of this new medium. 

In terms of quality of product 
and ease of installation, the 
Creative Easy CD-16 is hard to 
beat, but these advantages must 
be weighed up against the cost. 








: The Sound Sense bundle includes 
one of the most popular and 

: reliable CD-ROM drives currently 

: available, this being the sturdy 

: Panasonic CR562B. It’s an 

: internal drive with a data transfer 

: rate of 300KB/s, plus multi- 

: session and Photo CD 

: capabilites. The unit fits snugly in 
i the front of the machine, screwing 
: firmly into position, with all the 

: necessary leads to the sound 

: card included in the bundle. 


Also found inside the 


package is a pair of magnetically 
shielded stereo speakers that 


give excellent sound reproduction 
when used in conjunction with 


: the digital Sound Galaxy Pro 16, 
: which is also included in the 


price. 
Installation of both the CD 


and sound cards is simple, with 


the Galaxy Pro simply fitting into 
a spare expansion slot and 
connecting to the CD-ROM via a 
ribbon cable. The whole process 
of installation takes about half an 
hour, including installing both the 
sound and CD drivers, plus fitting 
the drive inside the PC. 

The complete Sound Sense 
bundle is finished off with three 
high-quality CD games, these 
being Virgin’s ground-breaking 
7th Guest, The Legend of 
Kyrandia and the superlative Day 
of the Tentacle. 





The four packages on test are all 
relatively easy to fit, but by far the 
simplest is the Creative drive. Fitting 
involves no more than taking off the 
metal casing to the computer and fitting 
a specially prepared sound card into 
one of the expansion slots. The CD- 
ROM unit is then plugged into a port on 
the back of this card and that is that — 
quick, painless and as easy as it gets. 
Of course, this is an external drive so it 
should be easy, but for those who suffer 
from occasional bouts of techno-fear, an 
external drive is your best bet. The 
installation software consists of only one 
disk which auto-configures itself to the 
hardware present, saving the trouble of 
going through DMA settings and the 
like. 

The Sound Sense package and in 
particular the Media Vision bundle are a 
little more fiddly than the Creative 
offering. The SS drive slides snugly into 
the bay, with the connections being 
placed in an easily accessible location. 
The Media Vision drive is a little fiddly, 
due to the fact that it takes a bit of 
persuading to fit into one of the drive 
bays. It was also discovered (after 
getting the thing screwed in) that it is 
very difficult to connect the cables with 
the drive in the bay — we had to take it 
out and fit it while it was balanced 


MULTI-MEDIA SUPER TEST 


The Sound Sense multi- 
media package is actually 
fairly easy to install. If 
you’re an absolute 
technophobe it can get a 
little daunting, but on the 
whole it’s pretty painless 















precariously on the edge of the 
computer. The software for both 
packages is excellent though — a single 
disk auto-configures itself, presenting 
no problems at all. 

The final bundle, the Orchid drive, 
fits into the computer easier than the 
other internal drives, but the installation 
software leaves a lot to be desired. No 
automatic setting of DMAs or IRQs 
means that you have to make notes of 
the setting when you are told, then 
enter them into the set-up program 
yourself. For user unfriendliness, this 
package is going to take a lot of 
beating. 


CONCLUSION 


EASY CD tok 
ORCHID kak 
MEDIA VISION kk 
SOUND SENSE tok tok 


With the number of packages hitting the 
market at the moment, it’s hard to find 
something that suits your needs 


absolutely perfectly, but from this new 
batch of releases there are two obvious 
winners. Creative’s Easy CD package, 
although quite expensive, is a very 
well-made unit which includes some 


superb hardware and software. The 
convenience of the drive being external 
also means that this is one of the most 
user-friendly systems in our test. 

As far as all-round value and quality 
goes, the Sound Sense package is 
easily the best. The Sound Galaxy 
card is an excellent Soundblaster 16 
compatible card and the Panasonic 
drive is one of the very best you can get 
your hands on for a reasonable price. If 
you want to get the most for your cash, 






Without a doubt the 


this is certainly the one to go for. most impressive sound 
Where the other two are concerned, pate tests 
5 : rchid’s exquisite 
we feel that only the Orchid system iS Soundwave 32 card. 
worth going for. Although the software is with full MIDI and 
a bit on the poor side, the hardware is of _LAPC support as well 


excellent quality — the robustly-built CD 
drive is only bettered by the Sound 
Wave 32 card which is one of the best 
multi-purpose sound cards we’ve come 
across in a very long time. 
Unfortunately, it’s the Media Vision 
Double Fusion system which comes off 
worst — the combination of low-build 
quality and high price means that this is 
by far the weakest of the bunch. Sad, 
but true. a 


as Soundblaster 16 
compatibility, this is 
one of the best buys at 
the moment 









PRODUCT 
Orchid Multi-media Upgrade 


SUPPLIER 


CONTENTS 


CDS 3110 Drive, Orchid Soundwave 32, 
Stereo Speakers, Disk-based Software 


Considered by many to be one of 
the best packages to be 
announced recently, the Orchid 
multi-media upgrade pack 
includes an excellently 
constructed internal double-speed 
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CD drive (the acclaimed CDS3110 
drive — rated at 307 KB/s), along 
with Orchid’s excellent new 
Soundwave 32 soundboard. 
Unlike many of the other sound 
cards featured in this test, this 
particular little beauty is 
Soundblaster Pro, General MIDI 
and LAPC compatible, making it 
one of the best cards around at 
the moment. 

Although the hardware is all 


this package which does strike us 
as being rather odd is that there 
aren’t any CDs in the box! Pretty 
weird, huh?! You buy a brand-new 
CD-ROM package and then have 
to go out and purchase your first 
CD title on top of that. On the 
software front all that you 
basically get with this package is 
the sound card and the CD set-up 
disks, along with a demo disk 
containing Gremlin’s Zool, a demo 
of Sink or Swim and a slide show 
from Lotus. Not particularly awe- 
inspiring! Nevertheless, for the 
price this appears to be an 
excellent package from a brand 
name that is both trustworthy and 
established. 


: The Media Vision Double Fusion 
: entry into the ever expanding 

: world of multi-media features a 

: double-speed CD-ROM drive 


manufactured by Phillips, a Pro 


: Audio Spectrum 16-bit sound 
: card and a pair of magnetically 
: shielded speakers. 


The actual CD unit itself 


: performs well, although the build 
: quality does leave rather a lot to 

: be desired. The feel of the unit is 
very impressive, the one aspect of : 


very lightweight, with the loading 


: tray seemingly made out of the 
: thinnest plastic MV could lay its 
: hands on. Being double-speed, it 


is more than adequate for running 


the majority of CD-based software 
: around at the moment and should 
: hold its own for a while to come. 


Installation is a relatively 


: simple matter of plugging the 

: sound card into one of the 

: available slots on the PC’s 

: motherboard and attaching the 
: CD-ROM cable to a set of pre- 

} configured jumpers. Power is 

: drawn from the computer’s PSU 
: making a spare power cable a 

: necessity, which could present 
: problems depending upon how 
: many internal peripherals are 











PRODUCT 


Double Fusion LX 


SUPPLIER 


Media Vision 





CONTENTS 


Double-speed Phillips CD-ROM drive, 
Pro Audio Spectrum 16, Speakers, Software 


installed on your system. 

The whole package comes 
bundled with a wide range of 
software, including the obligatory 
interactive encyclopaedia (Space 
Adventure), an interactive 
children’s book (Arthur’s Teacher 
Trouble), B-17 Flying Fortress, 
Railroad Tycoon and Greens, a 
golf game. 

The actual installation 
software is easy to use and 
coupled with the relative 
simplicity of fitting the CD-ROM 
unit, should provide the PC 
novice with very little trouble. All 
the fitting instructions are 
straightforward and easy to 
follow, but some people might 
find it necessary to tie back some 
of the cables, because with most 
PCs the tangle of wires can 
become a little extreme! 














IF YOU'VE PLAYED THE AMIGA VERSION YOU WILL 


YOU'LL ALSO REALISE JUST HOW DAMN GOOD THIS GAME IS TOO. 


Cannon Fodder 
Virgin Interactive Entertainment 
£35.99 
Dos 3.3 Min, Me Ram (560K base), 386, VGA, Mouse 


Soundblaster, AdLib, Roland compatible Sound Cards 


latest brainchild of software god 

Sensible Software, Cannon Fodder 

fights for the cause of playable 
software. Wasteful visuals are kept to a 
minimum, keystrokes are few and far 
between and playability is optimised — 
the antithesis of much of the ‘multi- 
media’ crap that has been pouring into 
the office recently. I’m sorry, but I’ve got 
a bee in my bonnet about so-called 
multi-media software titles. | have yet to 
see a multi-media product worthy of its 
over-inflated price tag. The Journeyman 
Project, Critical Path, Quantum Gate, 
CITY 2000, Inca II, Dracula Unleashed, 


Try not to get too close to an exploding building. 
Throw grenades from a distance and make sure you 

take out the door of the building — if the door is left 
standing, enemy soldiers will still emerge to kill you 





“WAR - NEVER BEEN SO MUCH FUN.” 


ALREADY KNOW THE WORDS TO THE SONG. 


lron Helix...you may all leave the room 
— oh, and send Cannon Fodder in on 
your way out. 

Cannon Fodder is an arcade combat 
game with strategy overtones. You 
control a team of commandos who must 
fight their way through 24 gruelling 
missions, each divided into a total of 72 
phases. Each phase is represented as a 
scrolling play area that intelligently 
tracks the movement of your soldiers as 
they run around the landscape. 

Missions are based in one of five 
different campaign settings; jungle, 
desert, Arctic, moor and subterranean 
(cave) levels, each with their own 
characteristics. Jungle missions throw 
up spikes, man traps and other devious 











one characteristic of the moors, but 
there are also a number of houses, 
cottages and ploughed fields added to 
the terrain; and finally the caves are 
riddled with locked doors and sewer 
channels, not to mention a very high 
proportion of enemy soldiers. 

Some of these settings also have 
their fair share of rivers and lakes. If a 
player decides to move their troops 
through shallow water (light blue), the 
soldiers will slow right down, putting 
them at risk from enemy attack. In 
shallow water your troops can still fire 
their weapons, but once they begin to 
wade into deeper waters (dark blue) 
their weapons are incapacitated while 
they swim slowly through it. This 


“CANNON FODDER IS AN ARCADE COMBAT GAME WITH STRATEGY OVERTONES. 
YOU CONTROL A TEAM OF COMMANDOS WHO MUST FIGHT THEIR WAY 
THROUGH 24 GRUELLING MISSIONS, 

EACH DIVIDED INTO A TOTAL OF 72 PHASES” 


devices; deserts are rocky, cavernous 
places often sporting bottomless 
canyons just waiting to swallow your 
fighters; Arctic levels are slippery, 
hampering the manoeuvrability and 
speed of your team; dense woodland is 





The later underground levels area real test of 
strength and character. You will encounter every type 
of hostility from helicopters to tanks, as you race to 
destroy the enemy control centre 





effectively transforms your men into 
sitting ducks — an easy target for the 
enemy. It is therefore recommended 


that extreme caution is taken when 
committing any of your men to the 
water. 





The opportunity to ride a tank or a helicopter is very 
rewarding and immensely satisfying, especially if the 
vehicle is heavily armed! 








The PC conversion 
of Gannon Fodder. 7, 
replaces the \f 7 4 
‘original Amiga “rt. 4 
intro-tune with a.< 
series-of-animated, 
Sut-scenes/ Each 
of the five (~O_ 
animated yf /\ 
sequences depicts \ 
afarticular © /~ 
complication of 
combat; such as 
totorblade death, 
hooby-trapped 
animals; man 
traps orland ~ 
mines. Although | 
the sequences are 
/highly humorous, 
‘// they Serve as a 
reminder of the 
horrors of war. 








(Left) These early 
storyboards show 
the-kind of thing 
Sensible’s 
designers are 

»y striving for 





The size of your team depends 
entirely on the individual mission. Most 
missions provide you with at least four 
commandos with which to complete 
them, but they can fluctuate from one- 
man missions to full, six-man sorties. 
However many men you have under 
your control, you always handle them 
the same way. 

Using the mouse, you can move 
your team from point to point by clicking 


“SQUASH THE ENEMY IN A TANK AND YOU’RE LAUGHING...THAT IS, UNTIL the top-left of the screen will 
YOU’RE EITHER; (I) DESTROYED BY AN ENEMY CANNON, OR (II) YOU END UP automatically prime ithe selected 
BLOWING YOURSELF UP BY TARGETING TOO CLOSE TO YOUR OWN VEHICLE!” individual for a split and clicking on the 


group motif will then execute the split. 


standing still to be able to fire either, 
because your soldiers can swivel at the 
hips, changing aim while running in any 
direction. Again, this is another 
technique vital for success — you must 
always keep moving through gunfighis, 
zigzagging or making long runs while 
targeting any hostile forces at the same 
time. It’s all very simple and once 
you've got the hang of it you will no 
doubt soon impress yourself with a 












supplying the player 
with ‘lives’. You start 
with 27 recruits and 


27 if you successfully 
complete a mission. 
Lives are lost if your 
entire team is killed 
in battle and are 


soldiers 


on a location with the left mouse button. 
If your soldiers are already on the move 
they will automatically head towards the 
last selected destination, however it 
does take some time to be able to 
negotiate the terrain without constantly 
walking into walls or corners! The right 
mouse button, when depressed, 
automatically triggers the weapons of 
your team — the usual pointer cursor 
changes into a cross-hair that the player 
then uses to target their aim. Any 
enemies caught in the crossfire are 
immediately killed. You don’t have to be 


MISSION 1 


Ny ‘¥ a) pid, id) ry a 





(SIBLE INITIATION 
Each mission is preceded by a scrolling intro 
sequence. This lets the player know exactly where 
they will be fighting — on ice, in the desert, in the 
jungle, on the moors or in the caves 


Tanks move slowly and are highly vulnerable to heavy 


series of decisive, crushing manoeuvres 
against the poor old bad guys. 
Eventually you’ll meet your match — 
the learning curve is graded perfectly for 
the first half of the game, allowing 
reckless, wanton destruction without too 
much thought on the part of the player. 
Stay reckless however, and your army 
will soon dwindle. As things begin to 
get more difficult, careful planning 
and stealth is required, with certain 
situations even necessitating the 


splitting of your team. Highlighting any 
number of the identification stripes at 





artillery fire. Bullets, grenades and missiles can’t 
harm you if you’re inside a tank, but enemy tanks 
can! 





The selected individual will now remain 
under your control until either you return 
to your dug-in comrades or you are 
killed in battle. Obviously, if your lone 
guy bites the bullet, control reverts to 
the surviving members. 

To back up these new strategies 
there are also extra weapons to be 
picked up in the shape of grenades or 
bazooka rockets. This essential 
collection of ordnance remains the 
property of the entire group but can be 
shared out to individuals if needed. This 
heavy weaponry adds a new dimension 
to the slaughter — buildings can be 
trashed or long-range targets taken out 
with a well-placed piece of explosive. 

Even grenades and rockets take a 
back seat when your men are finally 
allowed access to tanks, cannons, 
skidoos, Jeeps and helicopters. Finding 
and taming any of these vehicles is a 
satisfaction in itself - squash the enemy 
in a tank and you’re laughing...that is, 
until you’re either; (i) destroyed by an 
enemy cannon, or (ii) you end up 
blowing yourself up by targeting too 
close to your own vehicle! We’ve all 
done it, | know. > 





An all too familiar sight - the ‘try 
again’ message. When playing 


Cannon Fodder you certainly 


need a steady hand and an & 


unfaltering eye because it’s 


hard...it’s very hard. You’re 
going to need all the skill you & 


can muster to heat the later 


levels i 


Although there’s no real story for 
Cannon Fodder to hide behind, your 
soldiers do have a purpose to their 
missions. More often than not, all that 
is required to complete a phase of the 
mission is the total annihilation of the 
opposition’s buildings and infantry. As 
the missions become more complex 
the objectives often change. Civilians 
must sometimes be _ protected or 
rescued (while at other times you can 
just go ahead and blast them to pieces 
— hee, hee!), hostages freed and 
specific buildings targeted. Complete 
strategies, combined with a regular use 
of the save feature (not forgetting a lot 
of practice), are required for later 
missions. A map of the entire playing 
area (which is useful if the level is quite 
large) can be called up during the 
game, showing the current position of 
your team and the location of enemy 
buildings. | found it useful to study this 
map before exploring the immediate 
area — you can never be too careful! 

Cannon Fodder can only be played 
with a mouse, but you’re going to need 
a really good mouse if you are to make 
any headway through the later stages 
of the game. Having played the Amiga 
version of Cannon Fodder to death, it 
took me some time to accustom myself 
to the way in which the game interface 
reacts to the PC mouse. The PC 
version is also much faster than the 
Amiga version (it is on a 486 DX 33 
anyway), which also takes some 
getting used to. | even switched my PC 
to low speed in order to emulate 
the speed of the Amiga version. 
Unfortunately, this resulted in jerkier 
scrolling so | resigned that idea to the 
‘hair brained’ cupboard! 

Yes, the graphics are small and yes 
they do lack definition, but they do 
serve their purpose very well. Sprites 
and animation, for their size, are all 
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Sea mines, if placed in close proximity to each other, can be destroyed in a chain 
reaction of explosions. Minesweeping tactics such as this help clear the way of any 


danger 





pretty much spot on, especially the 
beautiful explosions! Splatters (or 
should that be ‘splashes’?) of graphical 
gore are included, constantly reminding 
us that in war, people just don’t die in 
one piece. It’s all humorously done, but 
Cannon Fodder did cause minor ripples 
upon its initial release. Maybe this was 
due to the fact that the screams of 
wounded soldiers can be silenced by 
sending a few more bullets their way? | 
dunno — some people eh?! 

Forget the controversy, because 





use of volume, used most noticeably in 
locations where there is rushing water. 


The attention to little details such 
as these result in a polished and 
professional product. 

| mentioned earlier that | had 
played the Amiga version of this game 
prior to seeing the PC version, and 
without a doubt the Amiga version is 
the better-looking of the two. Of course 
the Amiga game can support smooth 
scrolling, sturdy mouse movement and 
complex sprite manipulation through 


“FORGET THE CONTROVERSY, BECAUSE WHEN IT COMES TO THE CRUNCH, 
CANNON FODDER IS SIMPLY AN EXTREMELY PLAYABLE 
ARCADE SHOOT’EM-UP. THIS TIME THOUGH, IT’S A SHOOT’EM-UP THAT 
REQUIRES THE USE OF A BRAIN” 


when it comes to the crunch, Cannon 
Fodder is simply an extremely playable 
arcade shoot’em-up. This time though, 
it’s a shoot’em-up that requires the use 
of a brain. 

As control goes, I’ve played nothing 
this intuitive in a long time. You can 
really ‘feel’ your way through the game 
once you’ve mastered control of 
your team, and the longer you 
play the sharper your hand-to-eye 
coordination becomes. Cannon Fodder 
is surprisingly atmospheric too. The 
sound effects draw you into the game 
and it is also worth noting the clever 


“> 


Cannon Fodder really does get the adrenaline going when the bullets start flying. 
Sending individual team members on ‘suicide’ missions is also very gripping stuff 


use of its custom chips, but the PC 
version puts up a tremendous fight and 
is every bit as playable as the original 
incarnation. Anyhow, comparing the 
Amiga version to the PC version is not 
really the right thing to do — it should be 
judged on its own merits. 


Of course, we’re just Cannon 


Fodder snobs here at PC Player and 
many people reading this will never 
have played the original Amiga game. 
If you ARE Cannon Fodder illiterate, 
this is one gaming experience you just 
wouldn’t want to miss. 





SENSIBLE 


Player recently spoke to 
PC Sensible co-founder Jon 

Hare about Cannon Fodder, 
controversy and the Commodore 64. 


P€ The PC conversion of Cannon 
Fodder hasn’t been done in-house has 
it? Can you tell us a bit about the people 
that have undertaken the task? 


AVME had already done Sensible 
Soccer and Mega-lo-Mania before so 
we’re used to working with them. They 
work from Batley in Yorkshire. 


P€ Does the PC version. of 
Cannon Fodder have any obvious 
enhancements over the Amiga version? 


There’s a new intro sequence, the 
amount of colours in the graphics has 
been increased — nothing particularly 
outstanding. 


PC Are you planning any data disks or 
sequels at all? 


We’re not ruling them out, but 
we’re not planning them. 


PC What was all the controversy 
surrounding the initial release of the 
Amiga version? 


The main controversy was over the 
use of the poppy, which The British 
Legion owned, which we didn’t know at 
the time. | don’t know...who cares? 
(Laughs.) 


P¢€ What was your reaction to their 
complaints — was it disbelief? 


The biggest disbelief was that they 
raised all these moral issues about how 
it was degrading to people who died in 
the war and how it was almost 
sacrilegious, then when we offered to 
change their poppy to a natural one and 
to give them a sum of money as 
compensation for their inconvenience, 
and the ‘moral' issues (if there were any 
in the first place) seemed to disappear 
in a puff of smoke. 


PC Can | print that? 


Can you print it? Erm...if you put 
‘allegedly’ at the end! (More laughs!) 


PC Did you consider a Super VGA 
version of Cannon Fodder? 


| don’t know. That’s something that 
AVME have had to consider. 


PC Yourself and Chris Yates have been 
in and around the industry for nearly 


nine years now. Are you still as 
enthusiastic about games development 
now as you were in the early days of 
computer entertainment? 


Oh yes, but we’re enthusiastic 
about different things. Obviously you 
don’t get the excitement of getting your 
first game signed-up and coming home 
with the cheque. It doesn’t matter how 
big the cheque is now — the cheque’s 
somehow not very exciting anymore. 
You know, you just get annoyed if you 


don’t get it! 
As far as games are concerned; if 
something goes really well — if 


something clicks into place the first 
time, it’s always a buzz. It doesn’t 
matter — if you’re playing music it’s a 
buzz, if you’re writing games it’s a buzz. 
| guess what’s happening is now that 
we're bigger. it becomes more 
complicated a process. Yes, you can 
appreciate something coming together, 
but the next thing you know there’s 
another problem to deal with. The 
amount of problems you have to 
encounter all the time takes away the 
enjoyment. 


PC Is Sensible getting a bit sick of 
producing playable and engrossing 
games while many other software 
companies seem to be satisfied making 
pots of money from unplayable ‘multi- 
media’ CD games? Do you have any 
plans to fall slave to the great CD-ROM 
god? 


We’re planning to produce a CD 
game which is funny. To be honest it’s 
very near the knuckle and it’s an 
extremely 18 certificate game — there 
are a few concepts in there that some 
people may view as very ‘immoral’, if 
you like. 

Some people might also argue that 
it’s not grown-up at all, that it’s the 
opposite. The whole audience, like 
yourself, like us, like everybody — a lot 
of gamesplayers are in their twenties 
and thirties now. There is a market 
there for sophisticated adult titles, a 
market that’s not predominantly just kids 
— especially with CD-ROM games. OK, 
you’re going to have to be careful with 
Mega Drive games and stuff, but there 


CANNON FODDER 


MODEST BUT RUE 


Sensible Software not only possesses 
plenty of talent, but its humour and 


character have earned it such a well- | 


respected reputation throughout the 
software industry that virtually 
anything it lends its hand to will be a 
roaring success. Not that | want 
Sensible to feel pressured or anything! 





is a mature audience out there who 
deserve better. 


PC To change the subject slightly, do 
you still play any of the old CBM64 
games anymore? 


The last time we put on a CBM64 
was about a year ago. To play...what 
was it? Actually, | think it was Wizball. 
Yes, | played it right through to the end. 

What was really sad was that we 
built an arcade machine with a ’64 in it 
that would automatically load up any of 
our games. That was about five years 
ago. While we were one day fiddling 
with the joystick on the cabinet to get it 
working, one of the tubes got nudged 
and it blew up. It was all very sad — it 
was an old Asteroids machine. 


PC€ What do you think of the software 
industry now compared to the old 
Spectrum and CBM industry of years 
gone by? 


| very much agree with Gary Penn 
(ex-editor of the legendary Zzap!64, 
now a freelance writer) really, in that he 
says that there is no_ innovation 
anymore. 


PC What was the last innovative piece of 
software that you can think of then? 


Well, there are things that come 
out all the time which are innovative, so 
in a way I’m wrong. Lemmings was 
innovative when it came out. Another 
World was innovative too. We do stuff 
occasionally that is innovative. la 
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by 
If you hear a 
nearby growl 
there’s a good 


chance that you’re 


about to be 
attacked. Also, 
here’s a tip — if 
you notice any HD 
access once 
inside a dungeon, 
you’re almost 
certainly going to 
be approached by 
a monster 


The Elder Scrolls: Arena 
US Gold 


£45.99 | 


Dos 5.0 Min, 4Mb Ram, 386 (33Mhz) or better, 
GA, Mouse 


Soundblaster, AdLib, Pro Audio Spectrum, Aria Chip Set, Gravis 
Ultra Sound, Ensoniq Soundscape and compatible Sound Cards 


US DEVELOPMENT HOUSE BETHESDA HAS BEEN 


VERY BUSY OF LATE. ITS LATEST TITLE IS A 3D 


RPG TO RIVAL EVEN THE ULTIMA UNDERWORLD 


Emperor of Tamriel has been 
imprisoned by Imperial Battle Mage 
Jagar Tharn. Years of magic 


misuse has transformed the once- 
trusted mage into a feared enemy of the 
state, and anyone who dares question 
his absolute authority is condemned to 


SERIES OF GAMES. 





minions appears. She explains that 
your quest is to rescue the emperor 
from the dimension in which Jagar 


Tharn has’ imprisoned him, by 
recovering the eight pieces of the Staff 
of Chaos. 

Ria Silmane dissipates into the air 


"A LOCKED GATE IS YOUR FIRST OBSTACLE AND THE CONVENIENTLY 
PLACED RUBY KEY IS THE SOLUTION” 


a slow, painful death. As a loyal subject 
of the former emperor you have also 
been locked away deep within the city’s 
dungeons. 

Inside the slimy cell your eyes 
become heavier and you yearn for rest. 
Suddenly a great light fills the cell — an 
apparition of Ria Silmane, a state 
sorcerer recently killed by Tharn’s 


and the room glows dark once again. 
An itching sensation behind your eyes 
reminds you of Ria’s presence, but 
more immediate matters (ie that you’re 
still locked deep within the dungeon) 
require your attention. This is where the 
game starts proper. A locked gate is 
your first obstacle and the conveniently 
placed ruby key is the solution. 


CREATU 





Your first few problems will allow 
you to acquaint yourself with the player 
interface — picking things up, hand-to- 
hand combat and running around the 
place is all handled using a mouse. The 
movement system can be likened to the 
Ultima Underworld games. As you look 
at the screen you will notice that the 
mouse cursor can change into one of 
any 10 different cursors; either an 
arrow, a sword or a cross-hair. When 
the cursor is an arrow and the left 
mouse button is depressed, your 
character will walk in the direction 
designated by that arrow. For example, 
if you move the cursor to the top-left of 
the screen it will transform into a left- 
pointing arrow — now hold down the left 
mouse button and your character will 
walk left. The further towards the edge 
of the screen your arrow gets, the faster 
you will walk. 


There are over 20 different 
creatures roaming the wilds of 
Tamriel. Lower-level monsters 
are really the whipping boys 
of the Arena scene, but make 
no mistake about it - become 
complacent and you will soon 
be overpowered by your 
enemies. Here is just a small 
selection of the creatures you 
will have to face: 





centre portion of the screen) it can be 
used to interact with any person, object 
or place you are currently in contact 
with. 

Placing the cross-hair on another 
person and clicking the left mouse 
button will allow you to talk to them, 
pickpocket them or cast a spell on them 
(depending upon which mode your 
cursor is in — normal, steal or cast). 
Locked doors and chests can be 
opened using the cross-hair and if they 
are locked the computer will give your 
character an assessment of the lock 
and your chances of picking it. Any 
treasure found lying around can be 
examined using the cross-hair and if 
there are any items worth having, a 
quick double-click will ensure that they 
are collected. 

Jumping is accomplished by 
pressing the right mouse button while 


“YOUR FIRST FEW PROBLEMS WILL ALLOW YOU TO ACQUAINT YOURSELF WITH 
THE PLAYER INTERFACE = PICKING THINGS UP, HAND-TO-HAND COMBAT AND 
RUNNING AROUND THE PLACE IS ALL HANDLED USING A MOUSE. THE 


MOVEMENT SYSTEM CAN BE LIKENED 


When the cursor is a sword it can be 
used to click on any of the icons found 
at the bottom of the screen. More on 
these icons later. Finally, when the 
cursor turns into a cross-hair (in the 





TO THE ULTIMA UNDERWORLD GAMES” 


the left button is also depressed. If you 
are standing still at the time you will 
jump straight up into the air, whereas if 
you are running you will take a broader 
jump. The distance you can jump is 


The moody light-sourcing adds greatly to the atmosphere of the game, especially when the sun rises and falls 
over the horizon. Touches like these are here to be appreciated 








determined by your strength and the 
speed at which you are running. Since 
characters with a higher speed rating 
can run faster, they will also be able to 
jump farther. 

As | mentioned earlier, there are 
also a number of useful icons placed 
within reach at the bottom of the screen. 
Working top-left to bottom-right they are 
as follows; attack, automap, steal, 
player status, cast, logbook, use and 
camp. 

If you choose to camp outside the 
city walls, you put yourself at risk from 
attack by nearby monsters, and even 
more so if you are trying to get some kip 
inside a dungeon. Raised plinths are the 
safest places to sleep — if you sleep on 
the floor the monsters will pick up 
your scent and disturb your slumber, 
therefore entering a dungeon with no 
raised plinths is a fraught experience. If 
there is nowhere you can sleep in 
relative safety, there’s no way your 
character can regain those all- important 
lost hit points! 





Cutting through the fog can be a hazardous 
experience, especially if you’re outside the confines 
of the city walls. Keep an eye on your compass and 
try not to become too disorientated 








| wake from my 
slumber to find a 
hoard of evil 
goblins scratching 
at my head with 
their axes. Let’s 
see how they like 
the taste of cold 
steel... 
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The programmers have a 

real sense of humour and it 

shows throughout the 

) game. You will encounter 

i many strange and 
eccentric characters on 

» your travels, as you can 

» see here 

hI 


If you are offered a quest you are advised to take it. 
Sure, it’s going to be risky, but hell, you are there to 
take risks 


» As with most role-playing games of 
this type, it is important to choose the 
right character for the job. The Elder 
Scrolls; Arena is a single-character 
adventure in that you control an 
individual rather than an entire team. 
There are two ways in which the player 
is able to choose their final character, 
the first of which is to generate a 
character using a psychometric test 
— you know, one of those 
questionnaires that prospective 
employers sometimes decide to throw 
at you during a job interview! You are 
asked 10 questions and must answer a, 
b or c to progress. A number of soul- 
searching questions determine the 
outcome and the computer suggests a 
suitable character class. You don’t have 
to stick with the suggestion, but the test 
is novel and fun nonetheless. 

If you’re after a specific class of 
character you can simply select one 
from the list provided. There are three 
class groups, each with six character 
types to choose from. Thief classes 
such as burglars, assassins, thieves, 
rogues, acrobats and bards are agile, 
cunning and speedy. What this class of 
character lacks in combat it makes up 
for in various nefarious ways. 


As. you would expect, warrior 


classes are highly versatile in combat. 
Whether you choose to play the part of 
a knight, a ranger, an archer, a warrior, 





This is just one of the many dungeon entrances to be found throughout the game. 
Many contain great treasures, plus a hefty amount of sharp-toothed monsters! 


a monk (!) or a barbarian, you are 
always assured of competence in the 
field of warfare. 

Mage classes possess the power of 
magic. While magic users’ can 
sometimes lose out in hand-to-hand 
combat (especially when you consider 
the sometimes crippling armour 
restrictions), they excel in the 
manipulation of offensive and defensive 
magic. Mages, sorcerers, healers, battle 
mages, spellswords and nightblades all 
have their own particular character 
quirks and, with experience, can 
become formidable fighting forces. 

Choosing the class of your character 
does not restrict the player’s ability to 
progress through the game — the 
programmers have’ ensured that 
however you decide to live your life in 
the game world, your character still has 
a chance to succeed. It goes without 
saying that mages will have to approach 
the game in a different way to the 
life of a thief or a warrior, and this 


ALTER EGO 


what these ability modifiers do is affect 
the performance and well-being of the 
character in certain situations. Strength 
not only affects ability in hand-to-hand 
combat, but it also determines the 
maximum weight of objects that can be 
carried by the player before fatigue 
penalties are imposed. Intelligence 
increases the magical power of spell- 
casters if it is kept high, Will influences 
resistance against magical attack, High 
Agility points present the player with a 
better chance of actually hitting an 
opponent in battle, while Speed affects 
how your character turns, runs and 
performs in battle. Endurance has some 
effect on hit point (HP) totals and also 
on the rate of healing. A good amount 
of Personality points add charisma to a 
character which in turn can affect how 
other people react to your presence, 
which is useful for bartering or prising 
information from them. Finally there’s 
sheer Luck to consider — the greater 
your luck, the better your chances of 


"CHOOSING THE CLASS OF YOUR CHARACTER DOES NOT RESTRICT THE 
PLAYER’S ABILITY TO PROGRESS THROUGH THE GAME - THE PROGRAMMERS 
HAVE ENSURED THAT HOWEVER YOU DECIDE TO LIVE YOUR LIFE IN THE GAME 
WORLD, YOUR CHARACTER STILL HAS A CHANCE TO SUCCEED” 


character versatility adds excitement to 
the proceedings and allows much 
experimentation on the part of the 
player. 

Character selection doesn’t end 
here though. Next, the player is invited 
to choose a race for their character. 
The non-player characters (NPCs) 
sometimes react differently depending 
on your race — yes, a fantasy role-player 
that recognises the problems of racism! 
There are eight character races, each 
hailing from a different province of the 
empire. For more race details see the 
box entitled Racial Awareness. 

With each class and race of 
character also comes a set number of 
so-called ability modifiers. Basically, 


On your quest for the Staff of Chaos you'll have to defeat the dungeons of many evil 
lords. These should present a challenge to even the most experienced RPG player 


success in all walks of life. All of these 
factors contribute to your general well- 
being. 

Weapons and armour also come 
into play in true role-playing style. 
Unfortunately, not all of the classes are 
allowed to wield the most powerful 
weapons or wear the best armour. 
Magic users cannot use most found 
weapons and metallic armour is also a 
no-no. Because of their agility, thieves 
are prevented from wearing restrictive 
clothing — leather armour only for these 
guys. Only warrior class fighters are 
comfortable with both offensive and 
defensive material goods, and this is an 
important consideration that must be 
borne in mind early on in the game. 





Inside the mage’s guild 
the player can purchase 
useful magical items or 
even make their own 
spells using the unique 
spell-making menu. 
Beware though — the more 
powerful the spell, the 


A WORLD AWAY 


As you may no doubt have noticed, The 
Elder Scrolls; Arena is a 3D, texture- 
mapped role-playing game very much in 
the mould of Shadowcaster and the 
Ultima Underworld games. Apart from 
the usual inventory and map screens, 
everything the player does is conveyed 
in the main 3D play area. 

In any of the 400 cities, towns and 
villages you will find numerous towering 
buildings within the confines of the city 
walls. Scattered throughout the (rather 
box-like) architecture of the dwellings, 
the player can also find useful havens 
such as inns, churches, equipment 
stores and mage’s guilds. At night the 
streets can be a dangerous place to 
hang out, so the inns are useful for 


need their sleep too!), they are always 
willing to give directions or let you in on 
all the latest gossip. 

Bartering skills are incorporated into 
the game so that useful equipment, 
spells and potions can be added to your 
inventory at bargain prices. More 
expensive essentials necessitate 
dangerous expeditions to treasure- 
laden dungeons and crypts found 
outside the confines of the city. 
Stepping through the city gates will 
enable the player to explore the 
surrounding wilderness at their leisure. 
The wilderness can be a beautiful but 
dangerous place even during the 
daylight hours, and there are rich 
pickings for those adventurers brave 


“IF YOURE THAT WAY INCLINED, ARENA CAN BE PLAYED SOLELY AS A 
MEDIAEVAL ALTER-EGO SIMULATOR. YOU DON’T NECESSARILY HAVE TO TAKE 
ON THE MIGHT OF JAGAR THARN SO THAT THE EMPIRE MAY ONCE AGAIN BE 
FREE - YOU CAN LIVE THE LIFE OF YOUR CHOSEN CHARACTER AS YOU SEE FIT” 


sleeping the midnight hours away. Not 
that I'd recommend it, but your 
character can also drink the night away 
until they can no longer stand (you CAN 
get drunk!). If you’re a little short of cash 
there may also be a few useful jobs to 
be found if you meet the right people. 
Finding your way around large cities 
can be a bit of a nightmare at times. If 
you’re looking for a specific place on the 
map, the best thing to do is to approach 
one of the many friendly NPCs that walk 
the city streets. Although you will only 
encounter them during the day (they 





Redguards 


Wood Elves 
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enough to leave the relative safety of 
the city states in search of wealth. 

If you’re that way inclined, Elder 
Scrolls can be played solely as a 
mediaeval alter-ego simulator. You 
don’t necessarily HAVE to take on the 
might of Jagar Tharn so that the Empire 
may once again be free — you can live 
the life of your chosen character as you 
see fit. Eventually | suspect that this 
particular style of play may begin to pall, 
and the promise of fame, fortune and 
glory may tempt the player into meatier 
quests in search of the Staff of Chaos. 


RACIAL AWARENESS 
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Finding the eight pieces of this 
valuable artefact is no easy task. First, 
by gathering information and listening to 
rumours, you must track down the 
location of each piece, defeat the evil in 
their respective holdings and return the 
pieces to safe cities. Many sub-quests 
have also to be negotiated along the 
way, none of which are particularly easy 
for the inexperienced player. Vicious 
monsters roam above and below 
ground, making your life difficult at the 
best of times. The only way to deal with 
them is by mastering the art of combat — 
either hand-to-hand or through the use 
of magic. Killing monsters, exploring 
new places and completing quests 
increases the experience of the player 
character which in turn awards bonus 
points allowing ability modifications. 
Before tackling any of the harder 
dungeons | recommend building your 
character to at least the tenth level of 
experience! 





Dine 





‘Argonians 


Fog and snow 
combined really 
Conjures up an 
incredible wintry 
atmosphere. Now 
if only you could 
see your breath... 


The Elder 
Scrolls; Arena 
is set in the 
sprawling 
empire of 
Tamriel. Tamriel 
itself is divided 
into nine 
provinces with 
each province, 
bar the central 
Imperial 
Province, home 
to an individual 
character race. 


























Every aspect of the 
player’s status is 
covered on this 
screen. Here we can 
see a full list of the 
ability modifiers, the 
armour and equipment 
currently being used 
by the character and 
armour ratings 
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This irritating 
character falls at the 
hands of my war 
hammer. The range of 
held weapons 
available to the player 
is a warrior’s wet 
dream! 
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The logbook i is your mediaeval Filofax - any quests 
you have accepted or any locations marked on your 
map by other characters are all detailed here 


The Elder Scrolls; Arena is not 
the prettiest 3D _ role-player I’ve 
encountered. The graphics appear a 
little rough around the edges (gaps 
sometimes appear between _ the 
polygons) and the texture maps do lack 
detail. The level of detail can be altered 
to speed the game up, but on a 486 
DX2 there are no problems at all — the 
game fair flies along. As | pointed out 
earlier, many of the buildings and 
structures are a bit too box-like by 
today’s standards, but this isn’t a major 
gripe (maybe, since seeing Doom, this 
due to a bit of snobbery on my part!). 


dip me in bat shit! A computer 

RPG with a 360-degree game 

engine that lets you interact with 
everyone you meet, and you only have 
to kill some of them. Whoopee! 

But seriously folks, there’s still a 
long way to go before computer RPGing 
will get close to the tabletop scene and 
Elder Scrolls; Arena is only very 
slightly more ground-breaking than 
its predecessors. Most of the character 
and campaign aspects of the game are 


The cursor fails to 
assess my chances 
of unlocking this » 
particular chest, 
which is a real pity 


Fortunately, the light-sourcing and 
depth-cueing easily make up for this, 
especially when the sun sets and the 
dark closes in. Fog, snow and rain all 





doubling normal playing time). The 
inclusion of hundreds of friendly NPCs 
is definitely a step in the right direction 
— endless combat can become tiresome 
so it can be heartening to meet a 
friendly face from time to time. In bigger 
cities it is also rewarding to become 
part of the community and to walk 
around with the locals. You see, this is 
what computer role-playing is all about; 
interaction, freedom and variety — not 
about seeing how many magic spells 
you can fit into the program or having 
four party members instead of just the 
one. 

With The Elder Scrolls; Arena, 
Bethesda has at least taken a risk and 
gone off at a slightly different tangent to 
many other RPGs presently clogging up 


"WE ARE RELIABLY INFORMED THAT THERE ARE LITERALLY HUNDREDS OF 
HOURS OF PLAYING TIME TO BE FOUND IN THE HOSTILE CONTINENT OF 
TAMRIEL. WE ALL KNOW THAT SIZE DOESN’T MEAN ANYTHING - IT’S WHAT 
YOU DO WITH THE THING THAT COUNTS, AND ARENA HAS ENOUGH SCOPE TO 
KEEP EVEN THE MOST JADED RPG FANATIC HAPPY FOR MANY, MANY MONTHS” 


add to the superb atmosphere and the 
subtle but apt music really does draw 
the player into the game. Sound effects 
too are of top quality, with the growls 
and grunts of nearby monsters adding 
to the intensity. 

Presentation comes second place to 
the game itself. Arena is a HUGE game, 
there’s no doubt about it. We are 
reliably informed that there are literally 
hundreds of hours of playing time to be 
found in the hostile continent of Tamriel. 
We all know that size doesn’t mean 
anything — it’s what you do with the 
thing that counts, and Arena has 
enough scope to keep even the most 
jaded RPG fanatic happy for many, 
many months (with ‘the sluggish 
saving/loading system no_ doubt 


EXPERT OPINION 


taken directly from TSR’s Advanced 
Dungeons and Dragons with a few 
features, such as the Spell Maker, taken 
from various other fantasy systems 
to make the gameplay a little more 
attractive. 

Elder Scrolls; Arena is definitely a 
game for those long, cold, dark winter 
evenings when your fellow role-players 
have been snowed in and don’t have 
the bottle to venture out for your weekly 
session. 


the PC marketplace. It may not look the 
best and it may not be the most original 
RPG to date, but at least it’s heading in 
the right direction and | See | it for 
that. 





Strangers 5 in the night, exchanging glances. Nocturnal 
humans that aren’t out to attack and rob you are quite 
rare throughout the game 














Dave Renton is the editor 
of the dedicated role- 
playing magazine Role- 
Player Independant. In 
his time Dave has played 
hundreds of RPGs and is 
a mine of information 
when you actually get to 
pick his brains. And pick 
his brains we did! 


oe 
NA 


Player spoke to Elder Scrolls’ 
PC designer and producer VJ 

Lakshman to find out more 
about the game. 


PC When did Arena go into development 
and how long has it taken from start to 
finish? 


We went into development last 
January and it’s essentially taken us 
about 13 months. 

PC Is Arena aimed at the more 
experienced role-player? 


| think anyone can play it. It’s very 
easy to understand but also very in- 
depth — | think more experienced role- 
players might get more out of it, but 
anyone can play it. 


PC Did the finished version of Arena end 
up pretty much as planned or were 
there any major alterations made during 
development? 


Arena was originally going to be a 
multi-character game with up to four 
people in your party, but in the end we 
decided to stick with the single- 
character game. The reason behind this 
decision was that logistically speaking it 
would have been difficult to implement 
the level of Al that we had originally 
intend2d. That is the only thing which 
didn’t get in that we really wanted to 
have in there, but also because of this a 
lot of the quests had to change a little 
bit because you couldn’t count on 
having up to four people with you. 


PC How long would it take the most 
experienced Arena player to make their 
way through the entire game? 


! can play the game and ! could 


THE ELDER SCROLLS: ARENA 


Searching dead 
bodies is one way of 
accumulating wealth. 
More powerful 
enemies usually carry 
more gold pieces if 
you manage to kill 
them first 











Your demise is 
greeted by the 
gloating of Jagar 
Tharn. A sign of 
insecurity in all 
megalomaniacal 
dictators I’ll wager 






probably finish it in a week, and that 
would be playing it for probably 10 
hours a day. I’m the designer so | know 
where everything is and the solution to 
every riddle, so I’d estimate that the 
average person would probably have to 
play for 100 hours. 


PC | was pleasantly surprised by your 
approach to character generation — the 
psychometric test idea. Why did you 
decide to implement this into the game? 


! personally like to play myself in a 
game and I’m always intrigued to see 
what | might be like in this kind of world. 
| wanted to give people a chance to go 
through that as well, and also give them 
the chance to select a specific character 
that they would like to play. A similar 
system had been used before (in the 
Ultima 7 series), but the questions were 
very ‘cut and dry’ — you were either 
good or evil in the way you answered 
them. In this game there’s really no right 
or wrong answer and | think our version 
is more of a psychological profile rather 











and his armies 


This is the Staff of Chaos, your ultimate goal. Seek this magical weapon and take on the power of Jagar Tharn 
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than a device to create either a good, 
bad or neutral character. 


PC | understand that you are planning a 
number of future chapters to improve 
and expand the Elder Scrolls’ campaign 
setting. Can you tell us about the sort of 
add-ons that we can look forward to? 


The chapter that we are working on 
at the moment is called Mournhold and 
it will take place in the province of 
Morrowind. It will be more of a Gothic 
horror adventure, and now that we’ve 
already laid the foundations of the 
Arena world we’re no longer going to go 
for the vastness or the breadth of the 
original, instead trying to get a lot 
deeper in content. | think that each 
chapter will flesh-out a_ particular 


province to make the game much 
deeper and more interactive. 8 








4 
Unfortunately the 
loading and saving 
process can 
become rather 
tiresome because 
it does tend to 
take quite some 
time. Installing a 
smartdrive before 
playing the game 
can speed loading 
times 
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11.49 
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13.99 





CHAMP MGR ‘93/94 HARRIER JUMP JET 
12.99 13.49 





AcTRAIN 
14.49 


‘C= CGA (Colour Graphics Adaptor) 
(E = EGA (Enhanced Graphics Adaptor) 
\V = VGA (Video Graphics Array) 
‘SV = Super VGA 

'256C = 256 colour 

te = NEW Item 


THE LEGACY 
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SOFTWARE 
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A-TRAIN E/V/386 ... 4.49 
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A320 AIRBUS (USA VERSION) V/256C/386 27.49 
ACES OF THE DEEP V/386 - ... ++.28.99 
ACES OF THE PACIFIC H/D V/256C/SV/386 27.49 
ACES OVER EUROPE H/D V/256C/SV/386. 
AIR BUCKS E/V/286 ... 
AIR FORCE COMMAND! 
ALIEN 3 V/286 .ssssserseere 
ALIEN BREED H/D V/256C/286 . 
ALONE IN THE DARK 2 V/386/2! 
ALONE IN THE DARK H/D V/256C/386 . 
ANOTHER WORLD E/V/386 .... 
ARCHER MACLEAN'S POOL V/256. 
AV8B HARRIER ASSAULT V/386/2MB_ .. 
B17 FLYING FORTRESS H/D V/256C/286 . 
BATMAN RETURNS V/286 
BATTLE ISLE 93 V/286 
BATTLE ISLE H/D E/V/286 
BATTLEHAWKS 1942 C/E/V/286 . 
BENEATH THE STEEL SKY V/386 . 
BETRAYAL AT KRONDOR V/256C/386 . 
BIRDS OF PREY VGA/286 
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ADVENTURE E/V/286 * 

BLUES BROTHERS V/38! 
BODY BLOWS H/D V/SV/286 
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BURNING RUBBER V/286 
BUZZ ALDRIN INTO SPACE 
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CAR & DRIVER V/SV/256C/386 
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CHESS MANIAC 5 BILLION ‘AND 1" 
V/256C/286 .. 
CHESSMASTER 3000 E/V/286 | (DUAL) 
CHESSMASTER 4000 TURBO V/486 *. 
CIVILISATION E/V/286 
CORRUPTION (M/SCROLLS) E/286 
COSMIC SPACEHEAD E/V/286 « 
CREEPERS V/286 
CRUISE FOR A CO! 
CYBERRACE V/386/4MB 
CYBERSPACE V/286 ... 
DARKLANDS V/256C/386 
DARKSUN-SHATTERED LANDS H/D 
V/256C/386/2MB « eupsiviasvone 
DAVID LEADBETTER'S 3D GOLF 
V/256C/386/2MB _ ... 
DAY OF THE TENTICLE V/256C/286 
DELTA V H/D V/256C/386/2MB + 
DETROIT V/386 .. 
DOGFIGHT V/286/1MB. 
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DRAGONSPHERE V/386/2MB «. 
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(TRANSARCTICA, STORM MASTER, 
ISHAR) V/256C/286 
DREAMWEB V/286 
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DUNGEON HACK H/D V/256C/386/2MB + 
DUNGEON MASTER E/V/286 
DYNA BLASTERS E/V/286 .... 
ELITE 2 (FRONTIER) H/D E/V/ 
ELITE PLUS E/V/286 « .. 
EUROPEAN CHAMPIONS E/V/286 
EVASIVE ACTION V/386/2MB -.... 
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SPORTS MASTERS 
13.99 


DL'S GOLF 
13.99 


F15 STRIKE 3 
16.49 
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186/386 = Minimum machine requirement | 
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NDS = No Double Space H 
HD = High Density Disks ' 
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EYE OF THE BEHOLDER (SSI) E/V/286 . 
F1 (DOMARK) V/386.......-.:+0-++00» 
F14 FLEET DEFENDER V/386/4MB + 
F15 STRIKE EAGLE 2 C/E/V/286 .... 
F15 STRIKE EAGLE 3 V/256C/386/2MB 
F16 FALCON V 3.0 V/386/1MB/DOS 5 
F19 STEALTH FIGHTER C/E/V/286 
F29 RETALIATOR E/V/286 
FABLES & FIENDS PART 2 - 

HAND OF FATE V/256C/386 .......csescsseeseeeet 
FANTASTIC WORLDS 

(REALMS, PIRATES, POPULOUS, 
WONDERLAND) E/V/286....... 
FIELDS OF GLORY V/256C/3: 
FIRST SAMURAI H/D V/286 
FLASHBACK V/256C/286 ... 
FLIGHT SIM TOOL KIT (WIND 
V/386 . 
FLIGHT SIMULATOR 5 DATA DISK-SAN 
FRANCISCO V/SV/386/1MB + 
FLIGHT SIMULATOR 5 E/V/SV/386/1MB... 
FORMULA 1 GRAND PRIX V/286/1MB 
FREDDY PHARKAS FRONTIER 
PHARMACIST V/256C/SV/386 
FUTURE WARS C/E/V/286 .. 
GENESIA VGA/286 
GLOBAL DOMINATION V/286 
GOAL V/286 ........ eee: 
GRAHAM GOOCH WORLD 
CLASS CRICKET V/386 ...... 
GRAND PRIX CIRCUIT E/Vi286 
GREAT NAVAL BATTLES v/386/2MB 
GUNSHIP 2000 V/286 
HARRIER JUMP JET Vi 
HEIMDALL H/D V/286 
HIRED GUNS V/286 
HISTORYLINE 1914- 
HOOK V/286 ...... 
IN EXTREMIS V/256C/386/2MB ° 
INDIANA JONES FATE OF ATLANTIS 
ADVENTURE V/256C/386 ... 
INDY CAR RACING H/D v/386/2MB 
INNOCENT V/286/1MB.. 8. 
ISHAR 2 - LEGIONS OF CHAOS ‘V/256C/286 11. 49 
JACK NICKLAUS GOLF C/E/286. 5. 
JET STRIKE V/386 * 
JINXTER (M/SCROLLS) E/286 . 
JURASSIC PARK H/D V/386/2MB 
KASPAROV'S GAMBIT V/386 
KGB H/D V/256C/286 
KICK OFF 2 C/E/V/286 
KINGMAKER H/D E/V/286 
KINGS QUEST 1 E/V/286.. 
KNIGHTS OF THE SKY C/E/V/286 
KRUSTY’S SUPER FUN HOUSE V/286 
LAMBORGHINI E/V/286* ... 

LANDS OF LORE V/256C/38« 
LEATHER GODDESSES OF 
PHOBOS 2 E/V/286 
LEGEND (WORLD OF LEGEND) 
LEGENDS OF VALOUR V/256C/286. 
LEISURE SUIT LARRY 1 V/286 . 
LEISURE SUIT LARRY 2 V/286 + 
LEISURE SUIT LARRY 6 V/386/2MB 
LEMMINGS C/E/V/286 (DUAL) 
LEMMINGS 2 H/D V/286 
LEMMINGS DATA DISK - OH NO! 
C/E/V/286 (DUAL) ...... 
LETHAL WEAPON V/286 
LINKS (GOLF) H/D V/386 
LINKS 386 PRO H/D V/256C/SV/386/2MB 
LITIL DIVIL V/256C/386 
LOST VIKINGS V/256C/386 

LOTUS 3 - THE FINAL CHALLENGE H/D 
V/256C/286 
LURE OF TI S ENV 

M & M - DARKSIDE OF XEEN V/286/2! 
M1 TANK PLATOON E/V/286 .......0.000000 
MAGICLAND DIZZY CGA/EGA/VGA/286 . 
MAN UTD PREMIER 

LEAGUE CHAMPIONS V/286....... 2 19 
MANCHESTER UNITED C/E/V/286 10.49 
MARIO ANDRETTI’S RACING CHALLENGE 10.99 
MASTERS OF ORION V/386/2MB .. 28.49 































































































SENSIBLESOCCER LEMMINGS 
16.99 14.49 


MAXIMUM OVERKILL V/386/4MB 
MEGA LO MANIA H/D V/286 
MICRO MACHINES V/386 + 
MIG 29 C/E/V/286 .... 
MIG29 (NEEDS F16 FALCON V3) 
V/386/1MB/DOS 5 .. 
MONOPOLY ENV/286 
MORTAL KOMBAT V/286 
NFL FOOTBALL V/386/2MB 
NHL ICE HOCKEY ‘94 V/386/2MB 
ON THE BALL «.. 
ONE STEP BEYOND S/SV/286 
PACIFIC STRIKE V/256C/386/4MB 
PATRICIAN V/256C/386/4MB 
PATRIOT V/386/4MB_ .... 
PERFECT GENERAL 2 V/ 
PGA TOUR GOLF C/E/V/286 
PINBALL DREAMS H/D V/386 
PINBALL FANTASIES H/D V/386 ° 
PIRATES GOLD V/256C/386 
PITFIGHTER V/286 .......... 
POPULOUS & PROMISED LANDSC/ E/V/286. 
POPULOUS & SIM CITY C/E/V/286 . 
POPULOUS 2 V/286.. 
PREHISTORIK 2 E/V/286 + 
PREHISTORIK 2 V/386 » 
PREMIER MANAGER 2 V/386 
PREMIER MANAGER HID V/286 . 
PRINCE OF PERSIA 2 V/386/2MB. 
PRINCE OF PERSIA C/E/V/286 ... 
PRIVATEER H/D V/256C/386/4MB/NDS i 
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V/256C/386/4MB  .. 15.49 
PRO TENNIS TOUR 14.49 
RAILROAD TYCOON DELUXE 25.99 
RAILROAD TYCOON E/V/286 11.49 
RALLY V/386 . 21.99 


REACH FOR THE SKIES Vi2e 
RED BARON H/D V/256C/286 
RETURN TO ZORK V/386/NDS 
RISE OF THE ROBOTS V/386/2MB * 
ROBINSONS REQUIEM + 
RORKE'S DRIFT E/V/286 
RULES OF ENGAGEMENT 2 v/286/2MB 
RYDER CUP V/386/2MB ..... 
SAM & MAX HIT THE ROAD V/386/2MB 
SCRABBLE (US GOLD) E/V/286 
SEAL TEAM V/386_... 
SECRET OF MONKEY ISLAND 
H/D V/256C/286 ... e 
SECRET OF MONKEY ISLAND. 2 256/286. . 
SENSIBLE SOCCER V/256C/286 
SETTLERS E/V/286 . ee 
SEVEN CITIES OF GOLD vis86 
SHADOW CASTER V/256C/386/4MB 
SHADOW OF THE COMET V/256C/28' 
SHADOW SORCERER E/V/286 (DUAL). 
SHADOWLANDS V/286 
SILENT SERVICE 2 E/V/286 
SILVERBALL H/D V/386 .. 
SIM CITY 2000 V/386/4MB + 
SIM CITY DELUXE 

(SIM CITY, FUTURE CITIES & 
TERRAIN EDITOR) E/V/286_.. . 
‘SIM CITY/LEMMINGS C/E/V/286 * 
‘SIM FARM V/286/4MB + 
SIMON THE SORCERER H/D Vi256C/386 
SOCCER KID V/386 
SPACE HULK H/D V/386 
SPACE LEGENDS 
(WING COMMANDER, MEGATRAVELLER, 
ELITE PLUS) H/D E/V/286 .. 
SPACE QUEST 5 V/256C/28 
SPEAR OF DESTINY (WOLFSTEIN #2) 
V/256C/386 
SPEEDBA! 6 
SPORTS MASTERS 
(PGA GOLF, INDY 500, ADVANTAGE 
TENNIS, EUROPEAN 
CHAMPIONSHIP'S 1992) E/V/386.... 
STAR TREK 2 - JUDGEMENT RITES 
V/256C/386 . 
STAR WARS CHESS V/286_ . 
STARLORD V/386/2MB .. 
STONE KEEP V/256C/386/2MB 
STREETFIGHTER 2 V/256C/286/1MB 
STRIKE COMMANDER DATA DISK 
V/256C/386/4MB_ .... 49 
STRIKE COMMANDER SPEECH agcessoRY 






















aseeneen 13.99 


26.49 
31.49 
.28.99 
.29,49 
20.49 






















V/256C/386/4MB ..... 14.49 
STRIKE COMMANDER V/256C/386/4MB_...32.49 
STRONGHOLD H/D V/386/2MB .. 23,99 
STUNT ISLAND V/256C/386/2MB -30.49 
SUB WARS V/386 . .28.99 








Flor? ?9 the Dark 


obi ay it 






11.49 ae 


S OF MONKEY ISL 1 
13.49 


ATAC 
11.99 


~ LEMMINGS 2 
16.99 


SUPER VGA HARRIER SV/386 
SUPERFROG V/386 + 
SURBURBAN COMMANDO V/386 
SYNDICATE DATA DISK V/256C/386/4MB 
SYNDICATE V/256C/386/4MB 
T2 (COIN OP) V/386 ..... 
TASK FORCE 1942 V/386/2MB 
TEAM SUZUKI E/V/286 _... 
TERMINATOR RAMPAGE Vae6/4MB 
TFX V/386/2MB .........-0000008 
THE BLUE & THE GREY V/286 
THE LEGACY V/256C/386 .. 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 
ADVENTURES) C/E/V/286 (DUAL) ... ee 
THE LOST TREASURES OF INFOCOM 2 

(11 CLASSIC INFOCOM TEXT 
ADVENTURES) C/E/V/286 
TORNADO V/386/1MB ...... 
TRIVIAL PURSUIT DELUX' 
ULTIMA 6 C/E/V/286 
ULTIMA 7 PART 2 - 
THE SERPENT ISLE V/256C/386/2MB 
ULTIMA 7 V/386/2MB 
ULTIMA TRILOGY 2 (ULTIMA 4, 5, 6) 
C/E/V/256C/286 


ANOTHER WORLD 
11.99 












227.49 
ULTIMA UNDERWORLD 2 V/256C/386/2MB 26.49 
ULTIMA UNDERWORLD V/256C/386/2MB ...26.49 
UNNECESSARY ROUGHNESS V/386/4MB « 25.99 
WAR IN THE GULF H/D E/V/286 










WARLORDS 2 V/386/2MB 
WEREWOLF KA-50 V/386/2MB + 
WHEN TWO WORLDS WAR V/386 
WING COMMANDER 1 V/286 
WING COMMANDER 2 + 
SPEECH ACCESSORY PACK V/386/2MB ...26.49 
WING COMMANDER 2 DATA DISKS 1+2 
V/386/2MB 
WING COMI 
V/256C/386/2MB 








WWF WRESTLING EGA/VGA/286 . 
X-WING DATA DISK (B- wNehH H/D 
V/256C/386 abvenease: 
X-WING DATA DISK 

(IMPERIAL PURSUIT) H/D V/256C/386 
X-WING H/D V/256C/386 
XMAS LEMMING: 
ZOOL V/286 .. 


PC EDUCATIONAL 
SOFTWARE 


10 OUT OF 10 - DINOSAURS. 
(ALL AGES, DISCOVER ALL ABOUT 
DINOSAURS THE FUN WAY).. 
10 OUT OF 10 - EARLY ESSENT! 
(AGES 3-7, CREATES AN IDEAL FOUNDATION 
FOR CHILDREN TO BUILD ON)  ........600006617.99 
10 OUT OF 10 - ENGLISH 

(AGES 6-16, COVERS MAJOR AREAS 

OF THE NATIONAL CURRICULUM).........0.+ 17.99 
10 OUT OF 10 - FRENCH 

(AGES 8-16, COVERS MAJOR AREAS 

OF NATIONAL CURRICULUM 
ATTAINMENT TARGETS 3&4) 
10 OUT OF 10 - JUNIOR ESSE! 
(AGES 5-11, BUILDING FOUNDATIONS 
FOR MANY AREAS OF THE 
NATIONAL CURRICULUMW)..... 
10 OUT OF 10 - MATHS ALGEBRA 
(AGES 6-16, COVERS MAJOR AREAS 
OF NATIONAL CURRICULUM) 
10 OUT OF 10 - MATHS NUMBERS 
(AGES 6 TO 16, COVERS MAJOR AREAS 
OF NATIONAL CURRICULUM) ..... 
FLYING FINGERS KEYBOARD TUTOR 
FUN SCHOOL 2 (2-6) C/E/286 
FUN SCHOOL 2 (6-8) C/E/286 
FUN SCHOOL 2 (8+) C/E/286 . 
FUN SCHOOL 4 (5-7 YRS) CGA/EGA/VG, 7.49 
FUN SCHOOL 4 (7+ YRS) CGA/EGA/VGA ...17.49 
FUN SCHOOL SPECIAL - MERLIN'’S MATHS 
(7-11 YRS) CGA/EGAVGA.... we 7.49 
FUN SCHOOL SPECIAL - PAINT ‘N CREATE 
EDUCATIONAL ART (5+ YRS) CGAJEGA ...17.49 
MARIO IS MISSING VGA, 

EXCELLENT GEOGRAPHY TCR ONAL 
GAME FOR ALL AGE GROUPS. 










17.99 








17.99 





017.99 





17,99 





17,99 
.25.99 
10.49 
10.49 
10.49 




















ALONE IN THE DARK EYE OF BEHOLDER 








ARCHER MACLEANS LANDS OF LORE 











KNIGHTS OF SKY 
13.49 


13.49 





LINKS (GOLF) 
12.99 


\TOP SPECIAL) 
OFFER 


11.99 





13.99 


MICRO ENGLISH 

(8 YRS TO GCSE. CONFORMS TO NATIONAL 
CURRICULUM) CGA/EGAIVGA...........00000000617.99 
MICRO FRENCH 

(BEGINNER TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGA/EGA/VGA 17.99 
MICRO MATHS 

(11 YRS TO GCSE. CONFORMS TO 

NATIONAL CURRICULUM) CGA/EGA/VGA 17.99 
MICRO SPANISH 

(BEGINNER TO GCSE. CONFORMS 

TO NATIONAL CURRICULUM) ..........00000000 17.99 
NODDY’S PLAYTIME 

(EDUCATIONAL PROGRAM FOR 


17.49 





CHILDREN AGED 3+) EGANVGA ..........00-000 21.49 
STORYBOOK WEAVER 

(EDUCATIONAL AND CREATIVE 

WRITING TOOL USING ace 

SOUNDS AND SONGS) ssnsereneee 7.99 





PC APPLICATION 
SOFTWARE 


BBC GARDENERS WORLD 3D 
GARDEN DESIGNER 


* COMPLETE GARDEN DESIGNER 
* DESIGN & VIEW YOUR GARDEN BEFORE 


YOU START THE HARD WORK 
+ EXPERIMENT WITH SHRUBS, TREES, 
BUSHES AND PLANTS 
* FULL COLOUR 3D PICTURES AND VIEWPOINTS 
* PRINT OUT YOUR OWN DESIGN ........0c0cseesee 15,99 


FUN SCHOOL SPECIAL - PAINT ‘N CREATE 
EDUCATIONAL ART (5+ YRS) CGA/EGA 


* ONE OF THE BEST SELLING 
FUN SCHOOL RANGE 
+ ENCOURAGES THE STUDENT'S 
CREATIVE SKILLS 
* MAKES LEARNING AND CREATING FUN ...... 17.49 
MICROSOFT MONEY ACCOUNTS PACKAGE. 
IDEAL FOR SMALL BUSINESS OR 
HOME USE. WINDOWS REQ'D. 


+ THE POPULAR FINANCE MANAGER 
FROM MICROSOFT 

* KEEP TRACK OF ALL YOUR FINANCES. 
NEVER BE IN THE DARK AGAIN 


* FAST AND EASY TO USE ..... +:37.49 





MICROSOFT WORKS V.3 DOS 

(A POWERFUL BUSINESS TOOL INCLUDING 
A DATABASE FOR INSTANT REPORTS, 
SPREADSHEETS AND CHARTING (31 CHART 
TYPES), WORD PROCESSOR WITH 120,000 
WORD SPELL CHECKER, A THESAURUS 
WITH OVER 190,000 SYNONYMS AND 

A DRAWING FUNCTION) 


* COMPLETE INTEGRATED SOFTWARE PACKAGE 

+ FULLY FEATURED WORD PROCESSOR WITH 
SPELLING CHECKER AND THEASAURUS. MAIL 
MERGE AND FORM LETTERS EASILY CREATED 

* SPREADSHEET WITH OVER 75 POWERFUL 
FUNCTIONS 

* COMMUNICATIONS MODULE CAPABLE OF 
TRANSFERRING DATA TO OTHER 
COMPUTERS VIA MODEM 

* ALL DATA FROM ALL APPLICATIONS CAN 
BE MIXED AND UTILISED 

* ON LINE HELP 





MS-DOS 6.2 UPGRADE 


+ VERY LATEST UPGRADE TO THE PC 
OPERATING SYSTEM 
* LATEST ENHANCEMENTS .......ccccscesseeseeee 


51,99 


RAVE! FOR WINDOWS. 

EXCELLENT VALUE MUSIC AND MIDI 
SEQUENCER SOFTWARE PACKAGE. 

+ MIDI SEQUENCER 

+ EASY TO USE WINDOWS FORMAT 

* CREATE STUNNING MUSIC MASTERPIECES ...49.99 


FOR A FULL RANGE OF COMPATIBLE PRINTERS SEE PAGES 94 & 95 





SAITEK MEGASTICK 3 % a 
PC JOYSTICKS & MICE SAITEK MEGASTIC! ry 
CH FLIGHT STICK ( DIGITAL , 15 PIN) 
SOUND BLASTER V.2 SOUND JOYSTICK FOR PC 8.99 ips 
BOARD FOR PC WITH INBUILT (ANALOGUE , 15 PIN) 
ANALOGUE (15 PIN) JOYSTICK 34,99 —— 
PORT, MIDI INTERFACE AND SUNCOM 
CD AUDIO INPUT SOCKETS. EXTRA JOYSTICK 
COMPLETE WITH SOFTWARE BUNDLE FOR PC 
INCLUDING LEMMINGS, INDY 500, HAWK (ANALOGUE , 15 PIN) 
ORGAN AND TALKING PARROT. JUNIOR JOYSTICK f 24,99 
1 YEAR WARRANTY. ......0es0essee00e 59,99 FOR PC. DIGITAL, AUTO bs 
CENTERING, 
TURBO FIRE 


PC SOUND CARDS 


QUICKSHOT PC STARTER PACK WITH 


SOUND BLASTER 11 VOICE 
MUSIC/DIGITISED VOICE/MIDI SOUND 
BOARD WITH INBUILT ANALOGUE (15 
PIN) JOYSTICK PORT, QS123 WARRIOR 5 
JOYSTICK AND MATCHING IVORY 
COLOUR SPEAKERS 


GRAVIS ULTRASOUND 16 BIT 

SOUND CARD FOR PC. 

COMPATIBLE WITH ADLIB AND 

SOUNDBLASTER. CD QUALITY 

SOUND, 3D HOLOGRAPHIC 
SOUND CAPABILITY, FULL MIDI 
SUPPORT, WINDOWS SUPPORT, 
JOYSTICK PORT, 4 SOUND UTILITIES. 
SUITS 386 OR ABOVE 


SOUND SENSE SOUND BOARD FOR PC. 

COMPATIBLE WITH SOUNDBLASTER V.2 AND ADLIB CARDS. 
COMPLETE WITH HIGH QUALITY SPEAKERS, BUILT IN 

MIDI INTERFACE AND CD AUDIO INPUT SOCKETS. FREE ZOOL, 

AV8B HARRIER ASSAULT AND INDIANA JONES GAMES. 

1 YEAR WARRANTY. ..cscecsssssssessessscsnsscscvtssesecsscssacssesnsssecessersesnsen 96.99 


SOUND BLASTER PRO PLUS SOUND BOARD FOR PC, 


INCLUDES CD-ROM INTERFACE, MIDI INTERFACE, DIGITAL 
& ANALOGUE MIXER, AMPLIFIER AND SOFTWARE. ..............0.65 142.99 


PC HARD DRIVES 


9.99 


KONIX SPEEDKING 
FOR PC WITH 
AUTOFIRE 
(DIGITAL,15 PIN) 


SUNCOM FX2000 
JOYSTICK FOR PC 
(ANALOGUE , 
AUTOFIRE, 15 PIN) 
WITH SWITCHABLE 
FIRE BUTTONS 


12.99 


FREEWHEEL 
STEERING WHEEL 
(ANALOGUE 15 PIN) . 
USE IT INSTEAD OF 
A JOYSTICK, SUITS 
MOST DRIVING 
GAMES 

29.99 


GRAVIS JOYSTICK FOR 
PC (ANALOGUE, 15 PIN) 


LOGIC 3 PINTO 
JOYSTICK 
(AUTOFIRE, 15 PIN) 
17.99 


=a 24.99 


SUNCOM G FORCE 
YOKE JOYSTICK 
(ANALOGUE , 15 PIN), 

RESPONSIV! 
CONTROL STICK 
SUITABLE FOR USE 
WITH DRIVING GAMES 
AND FLIGHT SIMS. 
59.99 


DATALUX MOUSE 
FOR PC (400 DPI, 
CLEAR DESIGN) 


17.49 


LEGEND TRACKBALL 
FOR PC. REPLACES 
STANDARD MOUSE 
FOR ALL MOUSE 
BASED OPERATIONS. 
COMFORTABLE, 
ERGONOMIC FEEL. 
SUITED MAINLY TO 


Special Reserwe members can have all this.. can YOU? 

“TREAD "NRG Regular Club Magazine 

CHOOSE from our Huge Selection 

BUY at Best Possible Prices 

SAVE with our Special Deals 

SAVE more with our XS Coupons 

* WIN fabulous prizes in our FREE competitions 
JOIN now from just £4.00 


We only supply members but you can order as you join 





RIGHT HANDED USERS. 23.99 


LOGIC 3 QUATRO There's no obligation to buy and you can be any age. 


WESTERN DIGITAL VERY HIGH SPEED 3.5” HARD 
DRIVES, 1” HIGH, 12 MS ACCESS TIME GIVING A 
TRANSFER RATE OF APPROX 1.5 MB PER SECOND. 
WITH THREE YEAR WARRANTY. FITTING 
INSTRUCTIONS INCLUDED. 

WESTERN DIGITAL 212 MB HARD DRIVE FOR PC 

(INTERNAL IDE, MODEL AC1210). 128K CACHE 

WESTERN DIGITAL 250 MB HARD DRIVE FOR PC 

(INTERNAL IDE, MODEL AC2250). 32K CACHE 


JOYSTICK FOR PC 
(AUTOFIRE & SLOW 
MOTION, 15 PIN) 


PHASE 9 PHANTOM 
2JOYPAD WITH 
AUTOFIRE AND 


TROJAN LIGHT PEN 
(COMPATIBLE WITH 
286 OR ABOVE, NOT 
MICROCHANNEL) 
WORKS WITH MOST 
WINDOWS AND DOS 
APPLICATIONS. 
EXCELLENT FOR 
DESIGN AND 


Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 


WESTERN DIGITAL 340 MB HARD DRIVE FOR PC EDUCATIONAL USE 89.99 


Charts and Release Schedule, to help you choose and plan 
INTERNAL IDE, MODEL AC2340). 128K CACHE 


The best prices. Just one purchase could save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
PRIZE COMPETITIONS. Loads of prizes to be won in every 
issue of NRG, exclusive to members and free to enter! 


That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 


SLOW MOTION. 
(DIGITAL, 15 PIN) 
15.99 


QUICKJOY SPEED RAIDER 
HAND SCANNER JOYSTICK FOR PC 

ZYDEC HANDY SCANNER FOR PC. (AUTOFIRE, 15 PIN) 

UP TO 400 DPI HIGH QUALITY RESOLUTION. 13.99 

64 TRU HALFTONE LEVELS, INCLUDES SCANKIT, 

PC PAINTBRUSH+ AND PRO READER QUICKJOY 

OCR SOFTWARE. ........... sone 99 é r 3 TOPSTAR 


- JOYSTICK 

GAMES CARDS FOR PC 

QUICKSHOT 163 SMART GAMES CARD FOR PC 386/486 MODELS. (AUTOFIRE, 15 PIN) 

2 X 15 PIN JOYSTICK PORTS, AUTOMATIC CLOCK SPEED 17.99 
DETECTION AND SELECTION, HOT KEY PROGRAM FOR 


NOGARO 


(D32 DANGEROUS 
_ STREETS PACK 


Open 10am til 8pm Seven Days a Week. 
Order/Confirmation/Receipt sent for every order. 
You can also Fax your order to us on: 0279 726842 
We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 


check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


FULL MOTION, VIDEO ADAPTOR & 
TWIN PORT PC GAMES CARD WITH 113S VIDEO'ED'S NOW AVAILABLE 
PC ANALOGUE JOYSTICK (15 PIN) SuIGKSAOTHES 

MISCELLANEOUS WARRIORS JOvsTick een Aeteeea inhale 
ANTI-SURGE 4 WAY MULTIPLUG EXTENSION LEAD . : (ANALOGUE, 15 PIN ) STREETS GAMES. CD BASED 
FOR ANY ELECTRICAL DEVICE (EG. COMPUTER/CONSOLE/VIDEO). P 11.99 CONSOLE WITH A1200 32-BIT 
PROTECTS YOUR VALUABLE EQUIPMENT AGAINST x 

POWER. 256,000 COLOURS FROM 


DAMAGING ELECTRICAL SURGES. t SAITEK 

MEGAGRIP 3 JOYSTICK 16.7 MILLION PALETTE, 2 MEG RAM, 

FOR PC (ANALOGUE , FAST 14MhZ 68020 CHIP. PLAYS 

CADIS CRETE re Oe TU TD Monon AUTOFIRE, 15 PIN) AUDIO CD'S VIA ON SCREEN 
MOUSE HOUSE (HANDY PLACE TO STORE YOUR MOUSE) 12.99 DISPLAY, CD+G & VIDEO CD'S WITH 
PRINTER LEAD (PARALLEL) 1.5 METRES FOR PC .. ADAPTOR AVAILABLE. 
SWITCHER BOX FOR PC. CONNECTS TWO PRINTERS OR TWO 
PERIPHERALS TO PARALLEL PRINTER PORT. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Maltings 43 Broomfield Road, 
Sawbridgeworth, Herts Chelmsford, Essex 
Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 


All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 





CHELMSFORD SHOP 






MANUAL Bir cHEn Se QuInES SWITCHER! PEAD MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
CONNECTS PC TO SWITCHER BOX. 1.8 METRES PARALLEL Pee iueeeene ines 
(MALE TO MALE 25 WAY D CONNECTORS) cccseosssessovevesvvossesenssesese 9.99 
10 PACK GOLDSTAR 5.25" DSDD 
SPEAKERS DISKS (08 TRU 20K) css crcasgearspriasidarieannesor 2s9| SUK MEMBERS 4.00 7.00 14.00 
QUICKSHOT STEREO SPEAKERS FOR ANY PC SOUND CARD, PACK OF 10 SONY DOUBLE DENSITY OVERSEAS EC MEMBERS 6.00 9.00 18.00 
PERSONAL STEREO OR HAND HELD CONSOLE. VOLUME AND BALANCE 3.5" DISKS + CASE. WITH LABELS OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 


CONTROL, BASS AND TREBLE BOOST, 4W:4W MUSIC POWER AND FREE PLASTIC FLIP TOP DISK BOX. .........0..0000 6.99 


BATTERY OR MAINS ADAPTOR POWERED (NOT SUPPLIED). 


PACK OF 10 TDK MF-2DD 3.5” | WEONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
DISKS (DSDD BRANDED).. é THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 


PACK OF 50 SONY DSDD 3.5 | (PLEASE PRINT IN BLOCK CAPITALS) PAWN 
DISKS WITH LABELS ! 


I 
PACK OF 10 SONY HIGH DENSITY 3.5” DISKS + CASE. 1Name, 
WITH LABELS AND FREE PLASTIC FLIP TOP DISK BOX ‘799 | fl 
PACK OF 50 SONY HIGH DENSITY 3.5” DISKS WITH LABELS ' Address 
PACK OF 10 TDK MF-2HD 3.5" DISKS (HIGH DENSITY BRANDED) 
DISK BOX 3.5” (120) LOCKABLE, DIVIDERS 
DISK BOX 3.5” PLASTIC FLIP TOP (10 CAPACITY) 


| 











Postcode 





DELUXE DISK BOX 3.5” (80), 

















LOCKABLE: DIVIDERS Phone Machine. 
aeenetad ener aee ea. 
12.99 
3.5" DISK HEAD CLEANER 4.49 
item : 
item 
SPIRE 486DX2/66 4/250 PC nt ; al 





price wetupes i] COMPATIBLE VESA LOCAL BUS MINI 
TOWER SYSTEM 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch IssueNo____) 
66MHZ CLOCK SPEED, 256K CACHE, 4MB RAM EXPANDABLE TO 32MB, 
250MB IDE HARD DRIVE, UK 102 KEY KEYBOARD WITH MOUSE, 14” 0.28 SRIREETERTERETRVLES 
DOT PITCH LOW RADIATION MONITOR COMPLYING TO MPRII STANDARDS. 
SUPPLIED WITH MS DOS 6.2 OPERATING SYSTEM, PC CHECK, WINDOWS 'Card 
3.1 AND COMPLETE WORKS FOR WINDOWS (INTEGRATED WORD Vexpiry date Signature 


PROCESSOR, DATABASE, SPEADSHEET AND FORM DESIGNER). 12 
MONTHS ON-SITE WARRANTY. TOP OF THE RANGE 486 SYSTEM AT AMID | Cheques payable to: SPECIAL RESERVE 
1 P.O. BOX 847, HARLOW, CM21 9PH 


RANGE PRICE WITH VESA LOCAL BUS TECHNOLOGY FOR HIGH SPEED. 
ae) SED LUM UPGRADEABLE FOR FUTURE-PROOF COMPATIBILITY. | Overseas Orders Surcharge (EC or World): Software orders 
FS FSS See ne 1 please add £2.00 per item. Non-software items please add 


25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


ALL PRICES INCLUDE UK POSTAGE & VAT |£ 

















We only supply official UK products. Official suppliers of all leading brands. We sell games and peripherals all at amazing prices for Megadrive, Master System, Game Gear, Super 
NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. Prices & offers correct at time of going to press. 1.3.94 
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After some of the more 
exciting plays, the 
commentator will appear 
to let you know in more 
detail just what went 
wrong (or right) with your 
manoeuvre 













The action replay 
facilities from UR are 
very similar to those 
found in a lot of flight 
sims. Fast forward, 59 
slow motion and frame PY 
advance are all je a . 
included, thus age qe ys === se de Gee 
allowing you to view f= OF | : 

either your greatest 

goals or your worst 
defensive blunders at 
your leisure 


ar 


} & 


“a, 


Unnecessary Roughness 
— 
OK 
Dos 5.0 Min, aM RAM, 386, VGA 


Soundblaster, AdLib, Roland Sound Cards, 
Joystick, Mouse, SVGA 


ALL OF A SUDDEN, OR AT LEAST IT SEEMS THAT WAY, 


THE PC HAS BECOME A SURROGATE MOTHER 


TO A HOST OF AMERICAN FOOTBALL GAMES. 


CAN ACCOLADE ADD ANYTHING NEW TO AN ALREADY OVERSATURATED GENRE? 


was a time when American football 

was known as nothing more than a 

game of Rugby with shoulder pads. 
The British didn’t really understand the 
game, thinking it to be a poor relative of 
that game the Welsh hold so dear 
(although judging by their current state 
of play, not dear enough). Large men 
with names like the Fridge, with 
positions such as quarterbacks, running 
backs and wide receivers, all ran 


British were about to be introduced to 
the tactics, the skill and the sheer 
brutishness of American football, and 
that was that. 

Of course all this, as they say, is 
history, but | have often wondered how 
things would have turned out if Channel 
4 had decided to buy up the rights to 
some other slice of Americana, such as 
monster truck racing or rodeo riding. 
Would the PC now be swamped with 


“WHAT IS THE FASCINATION WITH AMERICAN FOOTY AND, 
MORE TO THE POINT, WHY DO SOFTWARE COMPANIES SEEM INTENT ON 
RELEASING A COMPUTER VERSION OF A GAME THAT DOESN'T DIFFER IN THE 
SLIGHTEST FROM ANY OF THE OTHERS RELEASED?” 


around a field wearing what amounted 
to Kevlar battle armour more usually 
seen on SWAT officers. Then one day 
all that changed when Channel 4, in its 
infinite wisdom, decided that the 
ignorance towards. this sporting 
equivalent of apple pie had to stop. The 


computer-generated images of people 
holding on for dear life while a mad, 
rabid horse tried its level best to throw 
some unfortunate soul off its back and 
face down into the dirt? Somehow | 
don’t think so, but what is the 
fascination with American footy and, 

















Each player in the team has an individual stat screen 
that gives you the information you need to get the 
best out of your team. As an added bonus, you can 
change any of the figures in the game to customise 
your team as you see fit 





With only a few yards to go, it looks as though now 

would be the perfect time to execute the ‘get the big 
guy to run at the quarterback’ play. You never know, 
it might just work 


au 





more to the point, why do software 
companies seem intent on releasing a 
computer version of a game that doesn’t 
differ in the slightest from any of the 
others released? 

Accolade has decided that the time 
is now right to jump on the Superbowl 
bandwagon and make its contribution to 
the world of PC football games. Does it 
offer anything new? Are all the players 
and teams from the real leagues there 
in their entirety? What about all those 
complex-looking plays that never seem 
to work — are they all included? Well, 
the answers are; not really, sort of, and 
then some. “Que?”, | hear you ask. 
Well, while not offering anything new, 
there are some touches that do make 
this just a little different from the other 
games on the market at the moment, 
although not much. 

Unnecessary Roughness (UR) is a 
football game that, unlike the offering 
from DI reviewed in issue five, 


Statistics play an important part in American football, 
so after every touchdown a stats screen gives all the 
vital information recorded during the game and 
presents it in an easy to read, low calorie chart-type 
thing 





Like most American football games on the market 
today, UR comes with a comprehensive amount of 
plays already installed from which you can take your 
pick. Choose wisely 
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concentrates more of its efforts towards 
graphics and an arcade style of play 
than most of the others. 

For a start, the game supports 
SVGA running at 640 x 480 x 256 


UNNECESSARY ROUGHNESS 


The touchback 
rule comes into 
play when the 
kick-off from one 
team is caught by 
a member of the 
opposing side in 
their own end 
zone. The ref 
signals his 
intentions to the 
linesmen (and the 
rest of the world), 
and play is 
restarted from the 
20 yard line 








live or die on the amount of plays that 
they have. A game with relatively few 
will soon lose its appeal, no matter how 
good it looks. UR contains a plethora of 
different strategies that can all be 
accessed at any stage of the game. 
Each playbook comes complete with 
pre-planned tactics to pick from, and 
most of them actually seem to work. If 
you choose a play whereby the wide 
receiver crosses to the left and makes a 
run up the field, then after the snap the 
wide receiver will do just that, making 
play a lot more tactical and less of a hit 
and miss affair. Choose the wrong play 
and you will find yourself forced back to 
your end zone. 

The computer opposition is clever 
and reacts well to most situations, 
making the most of its opportunities. 
This level of Al appears to be stronger 
here than in the other games on the 
market, but in some cases there seems 
to be no way through the melee of 
bodies that stand between you and a 
goal — no matter how well you choose 
your strategy. 

As well as the pre-planned plays, an 
editor allows you to start from scratch 
and do things as you see fit. It’s a 
simple tool to use, requiring you to 
position players individually, set their 
movements and their actions and then 
preview the play to see if it is going to 
work as well as you expected. These 
plays can be saved out and used ina 
game, although if it all goes wrong it 
may just cost you the match. 

Accolade has managed to secure 
the rights to use real players’ names 
and statistics in the game, giving you 
the chance to manage and play for your 
favourite team but, strangely enough, 
hasn't included actual teams. All the 
teams in the game are called by their 
city, so the Cowboys become plain old 
Dallas and the Dolphins lose their tag 
and revert back to Miami. 

The inclusion of real statistics does 












“UR CONTAINS A PLETHORA OF DIFFERENT STRATEGIES THAT CAN ALL BE 
ACCESSED AT ANY STAGE OF THE GAME. EACH PLAYBOOK COMES COMPLETE 
WITH PRE-PLANNED TACTICS TO PICK FROM, 

AND MOST OF THEM ACTUALLY SEEM TO WORK” 


colours, and this makes an astounding 
difference to the way that the game is 
perceived (see ‘Does It Really Make 
That Much Difference?’ box out). 
Everything is crisp and clear, but the 
downside to this is that even on a fast 
computer (DX2) everything is a bit 
sluggish. After the initial viewing, | doubt 
many people will want to play with this 
reduction in speed and will revert back 
to the normal VGA standard. 

OK, so after the graphics, what’s 
next? American football games seem to 


go some way to making up for this 
though, as all the stats can be altered, 
giving freedom of control over all the 
players in the team. Weights, throwing 
and running distances, and a whole 
host of other facts and figures can be 
changed, meaning that you can see 
what would happen if you changed the 
Dolphins’ quarterback from a 320 pound 
hulk into a 135 pound weakling. By the 
same token, a player’s running ability 
could be altered to give you the edge 
over a team that was fast on its feet. >» 





It’s shots like this 
that are really the 
final nail in the 
coffin for VGA. 
Roll on the time 
when SVGA really 
does become the 
standard 
resolution 
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» Actual control of the game relies on 
the joystick, with all the passing and 
running plays being controlled by the 
player. Before the snap, a choice can 
be made as to which player to control. 
The player then controls this member of 
the team and must make all the 
running, passing and catching with no 
help from the computer. It is tricky at 
first, but after a while things start to gel 
and you soon find yourself playing with 
a certain panache that even Joe 
Montana would be proud of. 

It's very hard to go the whole hog 
and recommend UR, not because it’s a 
bad game...it isn’t, but due to the fact 


As SVGA starts to become more 
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‘After each down, it’s up to the coach (you) to choose : 


another play, depending on what the circumstances 
are at any given time 


that there are other American football 
games out there that offer the same 
plays, the same control methods and 
the same interpretation of America’s 
favourite sport. Aside from the new 
plays that can be added and new 








and that way has been utilised by all of 
the other football games. 

The one feature that does push this 
game ever so slightly ahead of its 
contemporaries is the graphics. The 
choice to use SVGA to depict the action 
really does make a difference, although 
it is still a little too early technology-wise 
to have everything moving at that 
resolution smoothly enough to get the 
feeling of a fast moving football match 
across to the player. 

If you are a football fan, then by all 
means take a look at Unnecessary 
Roughness. It plays well, has some 
very nice graphical touches and 
contains stats and plays enough to 
delight any fan of the sport. It really 
comes down to a choice between this 
and the Microprose effort, but | 
personally think that this just manages 
to edge NFL out of first place thanks to 


"\T REALLY COMES DOWN TO A CHOICE BETWEEN THIS AND THE 
MICROPROSE EFFORT, BUT | PERSONALLY THINK THAT THIS JUST 
MANAGES TO EDGE NFL OUT OF FIRST PLACE THANKS TO THE BETTER 
PRESENTATION AND SLIGHTLY IMPROVED PLAYABILITY” 


graphics that can be used to depict the 
action, there is nothing unique about UR 
— after all there is really only one way to 
present a playable game of this type 


mon RT MUCH DIFFERENCE? 


the better presentation and slightly 
improved playability. For the football 
fans out there, you’ve never had it so 


good. SCORE Kx * 


and more prominent in the games 
that we play on our PCs, we can 
expect to see a dramatic increase 
in the quality of the graphics. 
Unnecessary Roughness is the 
first American football game to 
make use of this extended 


graphics mode, but are things 
really that much better? 

The problem with most 
American football games (or 
any other sport games for that 
matter) is that the players tend to 
look like they are all made out of 
Lego. SGVA graphics go a long 


way to make this problem 
disappear and, as you can see 
from these shots, the whole effect 
is quite a bit better than the 
corresponding VGA resolution. 
The players look much sharper 
and the whole game is a lot easier 
to play because of it. The 


downside to this is a loss of 
speed which occurs, even ona 
fast machine, but this problem 
will hopefully sort itself out as 
the technology continues to 
improve. 

It looks as though SVGA is 
definitely here to stay. 
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EVENTS FROM THE EARLY PACIFIC WAR 


GET THE FULL TREATMENT IN THE LATEST 


STRATEGY GAME FROM THE STRATEGIC 





STUDIES GROUP. 225222 


| eight new 


| feature the 
Royal Navy 


| of its darkest 


| closing 








The core of | 
CAW Il is the 


scenarios and 
their variants. 
Four of these 
depict events 
from early in 
the Pacific 
War and 


during some 


hours. Three 
are based on 
operations of 
the US Navy 
during the 


months when 
the IJN was 
very much on 
the defensive, 
and one 
features the 
battleships of 
the IJN and 
USN in 

1936 ina 
hypothetical 
surface clash 








TWA 


at the tactical level but covering 

huge tracts of ocean, Carriers at 

War became the standard for 
simulations of carrier air operations. 
Last year the long-awaited PC version 
was released — the Strategic Studies 
Group (SSG) had started with a clean 
slate and redesigned the game. Every 
ship and aircraft was given its own 
colourful graphic depiction and combat 
unfolded before your eyes as bombs 
rained down on ships and the splashes 
of near misses sent towering geysers 
over burning bulwarks. The interface 
was clean and simple to learn, and the 
game was a success again. 

Rather than rest on their laurels, 
SSG laboured to build on the success 
of this release by giving the gamer the 
CAW Construction Set — one of the 
most comprehensive add-ons for any 
strategy game. With this kit the avid 
CAW fan could now design scenarios in 
any global area, redesigning everything 
from the graphics of the vessels and 
aircraft to the Al. 

The Construction Set comes with 
WarRoom — a module that enables the 








production of a battle plan for the 
computer opponent through the use of 
warcards. Each action that a task force 
or base may take is described on a 
given warcard, along with alternative 
actions depending on the situation. 

By having the designer employ 
basic programming skills, the Al is 
designed from scratch for each new 
scenario in a user-friendly environment. 
Thus, instead of a generic Al that is 
expected to adapt to every conceivable 


opponent than in any other wargame. 
SSG doesn’t appear to know when 
to stop! Carriers at War II (CAW Il) is its 
latest variant of this system and further 
embellishes what is already a superb 
wargame. The CAW system is tactical — 
forces are represented as individual 
vessels and aircraft, and the game can 
be played solo, two-player or computer 
versus computer. In addition, when 
playing against the computer the player 
may elect to take control of all of the 


“PLAYING THE COMPUTER IN CAW II IS MORE AKIN TO PLAYING A FLESH AND 
BLOOD OPPONENT THAN IN ANY OTHER WARGAME” 


tactical situation, the Al is developed 
anew for each scenario. Moreover, 
because the warcard sequences are 
designed by a human, when playing the 
game the player feels like they are 
effectively playing the human designer. 
This ingenious idea represents a 


revolution in wargame Al and one that | 
would very much like to see other 
designers emulate. The net effect is that 
playing the computer in CAW is more 
akin to playing a flesh and blood 









forces on their side or alternatively one 
or two task forces, leaving the computer 
to handle any friendly forces not 
selected. This also enables co- 
operative play — two human players 
may control different task forces on the 
same side against the computer. 

A scenario map of the traditional 
hex-based variety covers an area of 
four million square miles, in 20 mile 
hexes. Time passes in five minute 
increments and there are no ‘turns’ as 





FORCE Z 

The failure of the British planners to 
have a fleet carrier deployed to 
Singapore necessitated committing the 
battleship Prince of Wales and the 
hattle-cruiser Repulse to defend the 
shore of Malaya from Japanese fleets. 
They were spotted and rapidly sunk by 
land-based torpedo planes 


PLAN ORANGE 
Pre-war American planning predicated 
a massive naval reinforcement of this 
area from Pearl Harbour using battle- 
ships, supported by carriers. With this 
game you can see if the theory could 
have worked. Using carrier planes 
without the range for effective 
striking, you rely on the the big guns 


TRINCOMALEE 
A seriously sizeable British battle fleet 
lies at anchor in the Indian Ocean port 
of Addu Atoll and threatens any further 
Japanese expansion. Nagumo’s carriers 
sail westward to do a Pearl Harbour job 
on the Royal Navy in and around 
Ceylon. Swordfish versus Zeros, Vals 
and Kates 


PORT DARWIN 
The small and unassuming port of 
Darwin on the north coast of Australia 
becomes the scene of some casual 
target practice for the Japanese carrier 
fleet. What if the US carriers had been 
close by? Why not throw a few in there 
and work out if things would have 
ended differently? 








PRODUCT 


Carriers at War Il 


SOFTWARE HOUSE 


Strategic Studies Group 


REQUIREMENTS 


386, VGA, Mouse, 
7Mb Hard Disk (9.6Mb with Construction Set) 


SUPPORTS 
Soundblaster, AdLib and Compatible Sound Cards 





such — the clock can be set to tick 
continuously until interrupted by the 
player, or by a selection of pre-set 
events such as the discovery of enemy 
units by search aircraft or radar. Forces 
are grouped into historical task groups 
which cannot be rearranged, although 
damaged vessels may be split off with 
an escort to limp back to base. 

The original game came with six 
scenarios and the Construction Kit 
added a further three, plus some 
additional variant scenarios for the 
aforementioned six. Eight new 
scenarios, four of which feature the Brits 
are the main addition in CAW II. 

These new historical scenarios 
include the sinking of Force Z, the 
Japanese attack on Ceylon, the battle of 
the Java Sea and the attack on Darwin. 
Added to these is Plan Orange — a 
hypothetical clash between the 


SSG File Play Display 








with historical clashes at Leyte Gulf, 
Okinawa and Operation Olympic. All in 
all, the new scenarios and their many 
variants give the gamer a lot of new 
game to chew on and represent a 
further insight into the power and 
fragility of naval forces of this era. 

CAW Il is more than a collection of 
new scenarios. The game is not simply 
an add-on, but a complete standalone 
version — version 2.05 to be exact. 
However, owners of the original CAW, 
either with or without the Construction 
Set, will find that the installation 
upgrades their older software to the new 
2.05 standard, enabling them to play all 
of the original scenarios as well. 

This new version makes many 
changes to the extant system, but none 
of them are major. Graphical changes 
include more detail to ship and aircraft 
pictures, and better representation of 
the icons used in combat to depict 
aircraft and ships. The complete Royal 
Navy and Dutch Navy are added to the 


“THRILL TO THE SINKING OF BRITISH WARSHIPS IN A VARIETY OF TROPICAL 
LOCATIONS AS THE IMPERIAL JAPANESE NAVY DOES THE MARITIME 
EQUIVALENT OF TRAMPLING ALL OVER OUR BELEAGUERED EMPIRE!” 


battleship fleets of the US and Japan in 
1936, when the potential of carriers was 
yet to be realised and when the 
outcome would have been decided by 
the big gun in a sort of Eastern Jutland. 
Finally, the scenarios are rounded off 





JAVA SEA 
The remnants of the American, 
Australian, British and Dutch naval 
forces in the Java Sea make a bold 
attempt to halt the Japanese advance 
on the oilfields of Java and Sumatra. 
The historical battle ended in a bloody 
defeat for the Allies. Can you do any 


better? battleship 


SEAS OF FATE 


LEYTE GULF 
The last sally by the IJN as the US 
naval forces invade the Philippines. 
Every remaining Japanese warship was 
put to sea in an attempt to repel the 
invaders. All of their carriers were 
sunk and many of their major surface 
units, including the mighty Yamato 


forces that may be designed into new 
scenarios, together with background 
pictures for bases and_nationality- 
specific carriers. 

System enhancements proliferate 
but most are hidden from the player. 






OKINAWA 


fleet 


Control 


The invasion of the Japanese Home 
Islands was forced through against 
considerable opposition from land- 
based air units. Many of these were 
kamikazes which swarmed all over 

the huge American surface task 
groups providing cover for the invasion 
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Task forces will now launch any idle 
fighter aircraft on CAP as soon as an 
incoming raid is detected, without being 
told by the player. It is thus a good idea 
to maintain a flight of fuelled and armed 
fighters on deck for this purpose. 

In addition, any readied strike 
aircraft hanging around on deck will be 
defuelled, unarmed and sent below 
decks automatically when the bad guys 
show up. However, this takes time and 
it is still possible to get caught out with 
readied aircraft on deck when the 
banzai boys heave-to overhead. 

Numerous other changes have been 
made to the WarRoom module of the 
Construction Set. If you don’t own this, 
the effects of the improvements are still 
there in the more subtle Al, but you just 
won't actually know about it. If you do 
own the Construction Set, you now 
have two additional actions that may be 
employed on warcards. 

In the first, it is now possible to 
specify a damage level at which a 
vessel will consider itself hors de 
combat. If this is set to 40 per cent for 
example, when this damage level is 
reached the ship will either be split off 
and head for safety, or if the vessel is a 
carrier, the whole task force may retreat 
to preserve the capital ship. For 
carriers, this can instead specify a 
percentage of aircraft lost, at which 
point the carrier will consider itself non- 
effective and head for a friendly port. >» 
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OPERATION OLYMPIC 

It’s 1946, the test program for the 
atomic bombs has failed and Western 
leaders agree that the only way to end 
the war is to invade Japan. The US 
forces, augmented by a British task 
force, stands off to support the 
invading forces and pound Japanese 
bases into submission 


HMS Formidable 
showing her air 
wing in various 
stages of 
deployment 
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The following 
screens show 
the British 
forces ina 
play through 


the ‘Force Z’ 


scenario... 





» The second new warcard action 
enables bases to take action based on 
the achievements of certain task forces, 
thus producing better co-ordination 
between land and naval forces. 

The manual is well written and 
embellished with a fair amount of 
humour. There is an excellent tutorial 
system based on the Trincomalee 
scenario which will have new players up 
and bombing in a trice, and there are 
details of all the new ships and aircraft 
included in the game with the addition 
of the British and Dutch. 

My only complaint about the manual 
is the rabidly anti-British strain that runs 
through some of the scenario 
commentaries. This is not misplaced 
nationalism on my part — | accept that 
the British leadership was wanting at 
this time, especially during the Malaya 
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Prince of Wales, Repulse and a number of escorts, 
sail to intercept the Japanese troop ships heading to 
invade Malaya. The data screen for Prince of Wales 
gives an idea of the detail of the game and what you 
can expect 





Now that we’ve sighted the invasion 


campaign. However, SSG _ has 
overstressed this failing and sought to 
use it as an explanation for a whole run 
of defeats that didn’t end until Midway. 
This is an oversimplification that SSG 
has been guilty of in past games, and 
ignores other factors such as the lack of 
preparedness by the US and its pre-war 
dependence on the concept of sending 
the surface fleet from Hawaii to 
reinforce the Philippines. The error of 
this strategy was clear to all after Pearl 
Harbour, but by then it was too late to 
repair the situation, so it is fatuous to 
pretend that the Japanese success was 
due to a bunch of incompetent British 
admirals and generals. 

Is CAW II worth purchasing? If you 
have CAW | and the Construction Set, it 


are balanced, but do you want your 
wargames close or accurate? Nearly all 
of the scenarios have historical variants 
which tend to balance up the play, so 
you can still have an even game. 

There remain a few niggles with the 
basic game engine, for example surface 
combat still happens too frequently — 
the human player knows when the 
computer has spotted him, which is 
plainly nonsense. Also, the scale of the 
map makes seeing details a little 
awkward at times. But these are not 
show-stoppers by any means, indeed 
they are counterbalanced by the fact 
that the game is, as far as | can tell in 
many hours of testing, bug-free. 

The CAW system is the best WWII 
tactical naval computer game on the 


“THE GAME IS, AS FAR AS | CAN TELL 
IN MANY HOURS OF TESTING, BUG-FREE” 


may seem a bit excessive to pay the 
price for a full game to get a few 
enhancements and some new 
scenarios. It rather depends on how 
much you like the original system. The 
scenarios are very good indeed and 
SSG is to be complimented on the 
thorough research that is evident in the 
scenario design. Not all of the scenarios 
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The first contact with the enemy, as search aircraft 
from Singapore reveal the yellow crosses indicating 
the presumed presence of enemy ships. However, 

search reports were often wildly inaccurate, leading 
to caution during the first tense moments of contact 


Our Ansons have closed with the 





market, and CAW Il adds and improves 
to that system. It is evolutionary, not 
revolutionary, and raises the quality of 
this simulation way above the 
competition. Most importantly, it has the 
best artificial opponent of any computer 
game |’ve played, and on that basis 
gets my vote for a ‘must have’ 


wargame. SCORE KKK 






up Force Z - notice the absence of a carrier. Admiral 
Phillips was happy to proceed to sea under cover of 
land-based craft only, not that he had much choice in 
the matter 


Ooops! How are we going to handle this 


fleets, it’s time to send some of our 
land-based aircraft to attack. This 
screen shows the planning of a strike. 
RAF Ansons are readied for a bombing 
and torpedo attack against troop-ships 
off Kota Baru 


During the ensuing attack, Repulse is 
singled out for particular attention 
from Japanese torpedo bombers. 
Notice the ‘fish’ streaking thorough the 
water. Every bomb, torpedo and shell 
splash is depicted during combat, 
adding to the tension 








finds and attacks one of the Japanese 
convoys. The player has little control 
over submarines and their combat 
usefulness is limited, but they can be 
handy as pickets to spot the enemy 
early on 


S5C_Fie riay wiping contest 


After the vicious Japanese attack, the 
damage screen reveals that fires are 
consuming Repulse and are spreading 
quickly, but Prince of Wales has 
escaped fairly lightly and must 
continue in its efforts to intercept its 
targets 


enemy. So much for our search aircraft 
— they told us this was a troop convoy, 
but when the bombers attack they run 
into flak from a Japanese heavy cruiser 
group! Still, the Japs come off worse 
as the Suzuya takes another hit 





Repulse’s damage proves fatal, but 
Prince of Wales manages to intercept 
the Japanese heavy cruiser group. One 
of the CAs is burning already, and 
when the action is completed all four 
will lie at the bottom. Unfortunately 
Prince of Wales takes hull damage... 


one then chaps? The radar on the 
Prince of Wales picks up an incoming 
strike of Nell and Betty bomber. “For 
what we are about to receive...” There 
could be a bit of a mess after this lot 
have finished 





The scores on the bulkhead. The Brits 
win a marginal victory. Although both 
capital ships meet their demise, 
enough damage is inflicted on the 
invaders to disrupt their schedule, 
allowing Singapore to be reinforced. 
Rule Britannia! 
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Action Replay|has a powerful CHEAT FINDER feature'that 
actually scans|through|the game-in 1s FROZEN STATE and 
finds the locations that|control lives, ammo, objects ete. etc. 
in fact anything within|a game that can|be counted! The 
unique CHEAT GENERATOR then gives you a cheatcode 
for that game, Simply|press a key to restart the game and 
you are invincible!! Cheats can be saved to disk omentered 
agoin-atre tater-date: 


Freeze your program. atany_pdint and $ave entire contents 
of mdmory, including extended memory, to floppy or 
hardrive. When you reload the program it will resume at 
the point it was frozen|_ Ideal for saving a game ata 
difficult point or for programs with tedigus ‘password! 
loading systems. 


At the press of the Action Replay freezer button you can 
foto] oh OM (olato(o CoM AC7-VRot-\-imi uMeriN’a sleelelcern KelttemseN Me 
out a§ a standard PCX file suitable for your graphics 

feletel cole -e 


Allows you to play a game at your own pace. Select from 
folefolt am KOW/-m CoM HII Meo1-1-10 8 


Display the entire contents of memory ip its frozen state. 
View as HEX fr disassembly includes ¢ memory search 
irorel| | WAR @DU ol 1a oM olaial -Ume Zell ole -H 
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CALLING OUR TELEPHONE NUMBERS BELOW 
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Sim City 2000 firmly established 
as one of the best PC games of 
the year, we thought we’d do 

something a bit different with our 

competition this month. With so many 
of you obviously owning copies of the 
game we’d thought we’d have a bash at 
aiming our competition specifically at 

Sim City fans. What we want to do is 

encourage the town planners among 

you, by offering this stunning 18" high 
silver trophy as the prize, thanks to the 
chaps at Maxis. 

So what do you have to do? Simply 
create the best possible city you can 





using the game — it’s easy to build up 
something which just makes money 
and attracts residents, but we want to 
see some really creative urban 
planning. 

The most attractive or unique city 
received will be featured in full (a huge 
linked screen shot of your city) in issue 
eight of PC Player and the planner of it 
will be presented with this gorgeous 
engraved trophy. Anything goes — it’s 
just got to look damned fine. 

Simply send your entries to us on 
disk to the usual address. Easy or 
what? 


| Sorry, but those 
| are the rules. 

| The editor’s 

| decision is final 
| - so it’s his 

| weird taste 





Entries must be 
submitted by 1 
May 1994 on /— 
312" disk. No 
correspondence 
will be entered 
into, so don’t go 
Calling us and 
asking us if 
you’ve won 
because you'll 
be instantly 
disqualified. 





you’ve got to 
appeal to. 


Send your 
entries to: 

Sim City 2000, 
PC Player, 
Maverick 
Magazines, 
16-17 Hollybush 
Row, 

Oxford, 

OX1 1JH. 
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PC PLAYER ISSUE SIX 


MIKE SINGLETON COMES OUT OF 


HIDING AND REJOINS MICROPROSE 


FOR HIS SPACE STRATEGY EPIC, 


STARLORD. 


It’s easy to make enemies in 
Starlord. While flying from 
one system to another, our 
Starlord was ambushed but 

managed to defeat Earl 
Perakin Ostordiat in battle. 
After the bitter defeat, 

Ostordiat changes his stance 

from neutral to enemy 








PRODUCT 
Starlord 


SOFTWARE HOUSE 


Microprose 


REQUIREMENTS 


Dos 5.0 Min, 2Mb Ram, 386, VGA, 
7Mb Hard Disk Space 


SUPPORTS 


Soundblaster, AdLib, Roland Sound Cards, 
Mouse (recommended), Joystick 





STARLORD 


(EEE 


7 the final frontier, it’s very 
big and it’s very black. It 
is of course space, the 


vast expanse of nothingness which 
attracts the attention of squinting old 
codgers like Gamesmaster’s Patrick 
Moore. Strictly speaking it’s the stars 
and planets that are_ interesting, 
because who knows what indigenous 
life-forms they support — for all we know 
the universe may be a_ bustling 
metropolis and our solar system just a 
boil on the rear end of space. To 
conquer an individual planet is one 
thing, reigning over the entire universe 
is a totally different ball game. 

Starlord is the new-born baby of 
Mike Singleton — the man responsible 








for the Midwinter series, Dark Sceptre 
and Lords of Midnight among others. 
With such a reputation is there really 
any point in reviewing Starlord — surely 
its going to be great? Well yes, 
almost... 

Like all other strategy games, this 
one is about domination. Do you take 
orders or do you prefer to give them? If 
the last category applies to you then 
at least you possess some of the 
qualifications needed for the position of 
Emperor of the Universe. 

Starlord has an uphill struggle on 
its hands, considering the tough 
competition it faces against the likes of 
the newly released Frontier: Elite Il and 
Privateer. All these games are based 







TU 


iving at the enemy planet you’re asked to pay a toll 
to visit the star or suffer the wrath of its mighty space 
legion. Ignore the pathetic threats and declare war 
immediately! 


From here you must make the decision to either play 
the battle in full or let the computer determine the 
result. The enemy has more mercenary ships and 
weapons than you, but your fighters outnumber theirs 


NENIsrarion 






The moment war is declared, both sides gather their 
forces and prepare for a bloody battle. Flying your 
base star into orbit, the enemy army glides to 
intercept the invading spaceships 


Opting for the full battle, a battle map is displayed 
which shows the location of all starfighter squadrons. 
Issue orders to each squadron, asking them to attack 
or stay back and protect their capital ship 






When attacking an enemy star you must first defeat 
its army, then attack its planetary defences. Lord 

Tirinor Kirilniu will lead the counter-attack while the 
Sheriff of Tictas will stay back and protect the planet 


After the long bloodthirsty battle the result is 
declared. This time your starfighters overpowered the 
mercenary fighters but next time you might not be so 
lucky 


on a similar concept, but approach it 
differently. Privateer is combat based, 
involving purchasing more powerful 
weapons to take on_ formidable 
opponents, whereas Elite Il sticks the 
pilot in the middle of a vast universe 
where everything happens in 3D. 
Starlord on the other hand is very much 
a strategic affair. While the others have 


After determining the sex and rank 
of your character, it’s time to embark on 
a scenario. Choose to play as either 
one Starlord or as an entire family in the 
Dynasty game. The obvious difference 
between the two is that the first 
concentrates on the life of a single Lord 
while the dynasty option places the 
player in control of a whole family of 


“STARLORD HAS AN UPHILL STRUGGLE ON ITS HANDS, 
CONSIDERING THE TOUGH COMPETITION IT FACES AGAINST THE LIKES OF THE 
NEWLY RELEASED FRONTIER: ELITE Il AND PRIVATEER. ALL THESE GAMES ARE 

BASED ON A SIMILAR CONCEPT, BUT APPROACH IT DIFFERENTLY” 


elements of strategy, neither is as 
complex as this. They do feature 3D 
combat sections, but the emphasis is on 
trading, colonising and conquering the 
universe. In that sense, Starlord is a bit 
like Civilisation in space. 


47 (assole TENA A SEDAITTI 





The combat sequences in Starlord are impressive, 
moving smoothly and swiftly on a 486. Things tend to 
slow a little on a 386 but these action sequences can 
be turned off in favour of a computer-determined 
result 


Starlords, continuing until all family 
members have either completed their 
tasks or are killed. There are also three 
galaxy options, which vary in difficulty 
and can be adjusted to suit both skilled 
and amateur Starlords alike. Things get 
highly complicated in this game, so it’s 
probably best to stick to the first 
scenario for your initial few Starlord 
outings. 

Standing on the bridge of the battle 
cruiser, moored just off the base star, a 
pull-down menu reveals the options 
open to the beginner Starlord. The most 
obvious choice to is to view the base 
star, this being the planet which must be 
kept alive throughout the game. Each 
year the star needs certain minerals 
and artefacts to keep the whole thing 
running smoothly, with the amount 
depending on the size and power of the 
defending army. For the time being all is 





well — there are enough supplies to last 
for a couple of years and there's 
enough cash in the treasury to get 
things up and running. Mind you, the 
money’s no good in the bank because 
intergalactic traders don’t take cheques, 
even with a guarantee card. While time 
is on your side, draw out all your 
savings and with the money safely 
stashed inside your pocket, it’s time to 
go shopping. 

Trading is an important element of. 
Starlord as it is one of the most effective 
ways of making money. With a little 
experience it’s possible to make a 
mental note of the each planet's 
requirements, remembering which 
systems sell each of the required 
minerals at a greatly reduced cost. Then 
it's just a case of jumping from one star 
to another, buying and selling at inflated 
prices. Stock up on fuel as it is one 
of the most important resources in 
the game, providing a means for 
interplanetary travel. Without it you're 
stranded, so make sure you always top 


up. 












BRIDGE 
The bridge is 
where the 
commands are 
first initiated. All 
the other rooms 
can he accessed 
by the pull-down 
menu or by using 
the hot-keys 





The chart room is equipped with 
maps of the entire system, detailing 
every star and planet in the known 
galaxy. In the beginning very little is 
actually under your command -— there’s 
the base star and that’s about it. 
Zooming in on the home star brings up 
a more detailed description of the 
planet’s loyalty, resource output and 
income, all of which are vitally important 
when the time comes to raid. It’s not 
wise to attack a star which belongs to 
the more powerful Starlords as they will 
soon retaliate and wipe out your puny 
army within seconds. Concentrate on 
the weaker Lords instead, taking over 
their stars and looting their treasury and 
resource stores. Information on other 
galaxy Lords can be found in the library, 
plus a complete family tree and a list of 
friends and foes of your clan. 

Back in the chart room all the 
available space routes appear in green, 
stretching away from the star your ship 
is currently residing at. Pick the 
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TRADE 

Trading is all-important as it provides a 
quick and easy way of making money 
(and lots of it!). Each planet produces 
minerals of different types, making it 
Cheaper to buy from systems that mine 
the ores rather than those that import 


BASE STAR 

Sustaining the base star takes 
resources, so supplies must be 
constantly restocked otherwise 
mercenaries and starfighter pilots will 
desert your ranks. Stocks are reduced 
each year on market day, so fill up on 
them resources just before market day 


destination star, then select the set 
course option from the pull-down menu. 
A multicoloured line will appear between 
the current and target destination, 
and by returning to the bridge the 
hyperspace jump can be initiated and 
within seconds you'll arrive at the new 
planet. 

Upon arrival, a being of some 
description will greet your Lord. 
Depending on its loyalty it will either 
take on an aggressive attitude or 
welcome you with open arms. Many 


paying half the toll to laying down arms 
and forming an alliance if the aliens are 
willing. The only real way to become 
Emperor is by conquering systems, so 
opt for battle, providing enough of your 
starships are ready for action. 

Once war is declared both sides are 
weighed up against each other, 
comparing the strength and size of 
each army. Not all ships must be 
committed to battle — if you are 
engaged in a battle which you have 
obviously no chance of winning, some 


"THE BATTLE CAN BE PLAYED IN FULL OR THE COMPUTER CAN BE ASKED TO 
WORK OUT THE RESULTS BY COMPARING THE STRENGTH AND POWER OF THE 
OPPOSING FORCES. IF TRIGGER-HAPPY BLASTING ISN’T YOUR THING, OPT FOR 
THE QUICK BATTLE AND LET THE COMPUTER DO ALL THE HARD WORK” 


planets charge tolls for fleets that wish 
to stay, which can either be paid or the 
matter settled in some other way. You 
respond to the aliens’ demands with a 
selection of pre-determined sentences 
ranging from a declaration of war, 





HYPERSPACE 


enjoy the ride... 


- 


PLAYER STATUS 


R OF OUR LORD 






Once the destination star has been 
keyed in, return to the bridge and kick 
in the hyperspace drives. Sit back and 


Check out this menu for the complete 
low-down on your brave Starlord. 
Resources are all listed below your 
Lord’s portrait, along with army size 
and the yearly income of the base star. 
Loads of other info can be gathered 
here, so keep your eyes peeled 


can be left in storage to prevent 
excessive losses. After all, there is no 
point in wasting what little resources 
you’ve managed to collect. 

The battle can be played in full or 
the computer can be asked to work out 


CHART ROOM 

The chart has maps which span the entire 
universe, detailing the location of all the 
stars in the system. To lock a planet in to 
the navigation computer, highlight the 
target then use the pull-down menus to 
lock on 





ORBIT PLANET 

Within seconds of entering hyperspace 
you'll have reached the target star. 
Weird-looking aliens will greet your 
ship, demanding a fee if you want to 
stay. Either pay up or fight 


LIBRARY 

Visit the library for a spot of light 
reading or to check up on the other 
Lords in the system. The computer will 
reveal their loyalty, whether they’re 
friendly, neutral or enemy, and will 
also give information on each star in 
the system 


the results by comparing the strength 
and power of the opposing forces, If 
trigger-happy blasting isn’t your thing, 
opt for the quick battle and let the 
computer do all: the hard work. 
Otherwise, choose to play the full battle 
and get ready on the fire button. 

First a two-dimensional battle map 
appears, showing both. friendly and 
enemy squadrons facing each. other. 
Each squadron can be given orders 
from those listed below the map, 
including commands like attack, defend, 
intercept, move and follow. Once orders 
are issued to all the ships, click. and 
hold on the real-time conflict icon to let 
the action begin. Ships will advance and 
eventually engage, battling it out in the 
same sector until the capital ship. is 
finally~ attacked and you're dumped 
inside the cockpit. 

Initiafly both. flight and gunner 
controls are handled by the computer, 
allowing the pilot to sit back and enjoy 
the impressive 3D show. Taking over 
manually is half the fun = piloting a 
starfighter in the midst of .a_battle 


space-to-space missiles which home. in 
on their target, but these are easily 
confused by countermeasures such as 
mines, which are. another of .the 
weapons carried by the basic 
spacecraft. The remaining weapon is 
the powerful Mostal. plasma-.ball 
generator, a single blast from which is 
capable of knocking out the shields of 
almost any destroyer. 

There is a selection of other 
weaponry to be purchased from stars 
which specialise in munitions 
manufacturing. The Quarrel is a more 
advanced version of the Javelin and 
is less likely to be affected by 
countermeasures . such~ as _ chaff, 
the TurboBoost- doubles the ship's 
acceleration, while the Lance enhanced 
shields are designed in such a way that 
they canbe used to inflict great damage 
by ramming. the opponent. Other 
weapons include high-powered laser 
cannons and cruise missiles, but these 
are both expensive and hard to find. 

A variety of views offer impressive 
8D action but little more, which in truth 


"GRAPHICALLY YOU COULDN’T WISH FOR ANYTHING BETTER. 
THE STILL STRATEGY SCREENS ARE, COMBINED WITH THE MUSIC, 
ATMOSPHERIC AND MOODY BUT STILL REMAIN FUNCTIONAL” 


against swarms of deadly mercenaries 
is an enjoyable challenge. 

The spacecraft under your control is 
equipped with a variety of weapon 
systems, the most basic of which is the 
Pinpoint forward-facing laser cannon. 
Two streams of laser fire streak out to 
the front when this weapon is used, but 
because they’re unguided it’s quite 
difficult to actually hit the target. This 
problem is rectified with the Javelin 





There are many wild cards in Starlord, cropping up at any time during the game. This time an assassination 


could be said about the whole space 
combat section of the game. Starlord is 
essentially a strategy game and after 
the novelty factor of the combat stages 
wears off you’ll automatically switch the 
game onto quick battle. 

However, a lot of enjoyment can be 
got from the game as a whole as it 
is both an intriguing and absorbing 
strategy experience. It’s not the easiest 
of games to get into, but then again 


attempt has been made on a rival Lord and you have been accused. Although not directly linked to the incident, 


you must still pay compensation 








most games of this type are fairly 
complicated. Persevere through the 


initial stages and what you'll find 
is a most enjoyable blend of space 
trading and conquest, something along 
the lines of Microprose’s Civilisation. 
Starlord is not quite as good as the 
aforementioned game, but then again 
Civilisation is quite astounding. 

Graphically you couldn’t wish for 
anything better. The still strategy 
screens are, combined with the music, 
atmospheric and moody but still remain 
functional, which really is essential 
considering that over half of the game is 
played on these screens. The excellent 
space combat sequences are the most 
graphically impressive of all. Although a 
little slow on a 386, on the faster 486 
they are smooth, detailed and colourful. 
The 10 camera views offer different 
angles to watch the action from and 
while most are simply a cosmetic nicety, 
some of the views make combat so 
much easier. 

At first the combat is quite difficult to 
get to grips with as the game doesn’t 
play in quite the same way as, for 
example, X-Wing. After a little practice 
things get easier, but there’s always the 
automatic pilot if things get too complex. 
I’m also glad Mike Singleton had the 
foresight to include a quick battle option, 
as these sequences soon become 
tiresome and time consuming. 

Starlord isn’t an exceptional game 
but nevertheless it’s a highly polished 
game that will appeal to fans of the 
strategy genre. Those unfamiliar with 
this type of game will probably shun it 
for being too difficult to get into, but it 
really is worth checking out. The hot- 
keys and pull-down menus mean the 
game runs quickly and smoothly, while 
the mammoth overall task will take 
weeks, maybe even months, to 
complete. On the whole, this is a well- 
presented and thoroughly enjoyable 
game packed with longevity, gameplay 
and strategy. K 





Your chances of. 
winning the 3D 
Space-combat 
sections are 
greatly enhanced 
by switching on 
the HUD. The 
target craft that 
the weapons are 
locked onto 
appears in a red 
cross-hair, while 
target range and 
speed appears on 
the side of the 
display. Without 
the HUD, the 
screen is less 
cluttered but 
tracking enemy 
craft is a lot 
harder 
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KING’S QUEST V 
LEISURE SUIT LARRY 5 
POLICE QUEST 3 
QUEST FOR GLORY 3 


SPACE QUEST IV 
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SUBSCRIPTIONS 


is your chance to 
subscribe to the 
brightest and most 


innovative PC games magazine 
available. PC Player concentrates on 
only the serious side of PC gaming, 
which means each issue will contain 
nothing but quality reviews and news of 
the latest simulations, war games, 
adventures and strategy games. 

Not enough for you? OK then, how 
about taking advantage of our special 







THE MOST 
SUCCESSFUL 
FIGHTER SIM 
OF THE YEAR! 
GET THE FIVE 
STAR RATED 
TFX AND 12 
ISSUES OF PC 
PLAYER FOR 
ONLY £45 





subscription offer and getting your 
hands on either a Sierra disk-based 
game worth £39.99, or a CD-ROM 
software package worth £44.99? 
Imagine, no more trudging down to 
the local newsagent in the rain and the 
snow only to find that PC Player has 
sold out and the only thing that is left 
on the shelf is an outdated copy of 
Bunty! Simply decide which package 
you'd prefer and fill in the form on this 
page. a 
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OFFER 1 OFFER 2 


12 ISSUES OF PC PLAYER, 
PLUS A SIERRA GAME 
WORTH £39.99 


£40.00 


12 ISSUES OF PC PLAYER 


£25.00 





rl 
























KING’S QUEST VI 


LAURA BOW - DAGGER OF AMON RA 






SPACE QUEST IV 


ECO QUEST - SEARCH FOR CETUS 





OFFER 3 OFFER 4 


12 ISSUES OF PC PLAYER, 
PLUS A SIERRA CD-ROM 
GAME WORTH £44.99 


£45.00 


12 ISSUES OF PC PLAYER, 
PLUS TFX 


£45.00 
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NAME: CHOOSE ONLY ONE OFFER 
ADDRESS: PAYMENT BY CHEQUE OR POSTAL ORDER 

I 

PAYMENT MADE TO MAVERICK MAGAZINES LTD 
| 
SEND COMPLETED FORM TO: 

POSTCODE: PC PLAYER SUBSCRIPTIONS, 
| WOULD LIKE OFFER 1: MAVERICK MAGAZINES LTD, 
12 issues of PC Player for £25.00 | 
| WOULD LIKE OFFER 2: Specify game 16-17 HOLLYBUSH ROW, 
12 issues of PC Player, plus a Sierra game worth £39.99 | 
| WOULD LIKE OFFER 3: Specify game OXFORD, 





12 issues of PC Player, plus a Sierra CD-ROM game worth £44.99 


1 WOULD LIKE OFFER 4: 


12 issues of PC Player, plus TFX worth £45.00 











OX1 1JH. 





All offers are subject to availability 








WAITED A LONG TIME? CHARGED ON YOUR 





































































































































A-TRAIN..... F14 FLEET DEFENDER * LEGEND OF MYRA.... 
A320 AIRBUS USA F117A NIGHTHAWK LEISURE SUIT LARRY 
A320 AIRBUS APPROACH TRAINER * F15 STRIKE EAGLE 3 LEISURE SUIT LARRY 
ACES OVER EUROPE * FALCON 3 & F15-3 IT'S A Gi LEMMINGS SPECIAL DOUBLE PACK. 
ACES OF THE PACIFIC + FANTASY EMPIRE LEMMINGS 2... 
AIR COMBAT CLASSICS GREAT COMP.. FATAL STROKES *.. LINKS PRO 386 S-VGA 
AIRLINES .. FATTYBEAR... LINKS DATA DISKS (CI 
ALIEN BREED. FIELDS OF GLORY. LINKWORLDS. 
ALONE IN THE DARK & JACK... FIRE & ICE *.... LITIL DEVIL... 
ALONE IN THE DARK 2 FLASHBACK LOST TREASURE OF INFOCOM ALL TEXT, 
AMBUSH .... FLIGHT SIM TOOLKIT (DOMARK) LOTUS ULTIMATE CHALLENGE 
AMBERMOON * FLIGHT SIM 5.. MASTER OF ORION* 
ARMOURED FIS FLIGHT SIM 5 PLUS MSDOS-6.2. MICROMACHINES 
AWARD WINNERS FLIGHT SIM 5 "SAN FRANCISCO" SCENER MICROSOFT ARCADE 
B17 & DOGFIGHT - IT’ FLIGHT SIM 5 "NEW YORK" SCENERY MONKEY ISLAND 
BATTLE CHESS 2. FLIGHT SIM 5 "PARIS" SCENERY MONKEY ISLAND 
FORGE OF VIRTUE HD MONOPOLY...... 
FRONTIER ELITE 2. MORTAL KOMB; 
FURY OF THE FURRIES" NFL FOOTBALL - GREAT PRICE! 


BETRAYAL AT KRONDOR GABRIEL KNIGHT (SINS OF THE FATHERS) NATIONAL LAMPOONS CHESS .. 
BLADE OF DESTINY GARDENERS WORLD 3D DESIGNER 

BLOODNET"... GENESIA *.. 

BLUE FORCE 


BODY BLOWS 
BRUTAL SPO! 
CAMPAIGN 2.... 
CHAMPIONSHIP MANAGER 9: GRAN PRIX FORMUL, 
CHAMPIONSHIP MANAGER 94 DATA DISK GRAN PRIX UNLIMITED. (ACCOLADE). 


CHAMPIONSHIP MAN. PLUS 94 DATA WINDOWS .21 ‘99 GREAT NAVAL BATTLES* POLICE QUEST 3...... ‘ 
























CANNON FODDER GREAT GAME ON THE AMIGA!24.99 GUNSHIP 2000... .§ POLICE QUEST 4 OPEN SEASO! 
CIVILISATION .... GUNSHIP 2000 MISSION DIS! . POPULOUS & PROM LANDS 
CIVILISATION WINDOWS VER HAND OF FATE ..... PREMIER MANAGER... 
COHORT 2 HARRIER & TASKFORCE 1942 IT'S A GIFT! PREMIER MANAGER 2 
COMBAT C’ HEIRS TO THE THRONE. PRINCE OF PERSIA 2... 
COMMANCHE MAX OVERKII HIRED GUNS . PRIVATEEI 


COMMANCHE MISSION DISK .. HISTORY LINE PRIVATEE 

CONSPIRACY ’..... HOYLES CLASSIC CARD PRIVATEER SPEECH DISK 
CRUSADERS DARK SAVANT. IN EXTREMIS.. QUEST FOR GLORY IV SHAD‘ 
CYBERRACE... INCA 2... RAGNAROK 

CYBERWORLD: INCREDIBLE MACHINE EVEN MORE (NOT ADD-ON) 26.99 RAILROAD TYCOON DELUXE 
DAEMONSGATE* INDIANA JONES FATE OF ATLANTIS ADV .. RED CRYSTAL. 

DARKMERE * i INDIANA JONES LAST CRUSADE ADV RETURN TO ZOR' 

DARK LEGIONS? .. INDY CAR RACING..... REUNION* 

DAUGHTER OF SEI i INNOCENT NEW PRICE!!. RINGWORLD. 

DAY OF THE TENTACLE ADVENTURI ? 30: ISLAND DR BRAIN RISE OF THE ROBOTS 


JORDAN IN FLIGHT ROBOCOP 3. 


DOOM (NOT SHAREWARE VER, BETTER! LARGER!) JURASSIC PAR RULES OF ENG: 

DREAM TEAM COMP KINGS QUEST 6 RYDER CUP. 

DUNE 2...... KINGMAKER... SABRE TEAM 

DUNGEON HACK KINGS TABLE & RAGNAROK SAM & MAX.. 

ELDER SCROLLS THE ARENA * LE CHUCKS REVENGE (MONKEY 2) SCRABBLE (NEW VERSION). 

ERIC THE UNREADY. LANDS OF LORE... SEAL TEAM... 

EURO SOCCER *.. LEGACY & PHANTOM IT'S A GIFT! SENSIBLE SOCCER GREAT FOOTY GAME ! 


EYE OF THE BEHO! LEGEND OF KYRANDIA : SEVEN CITIES OF GOLD 


REMEMBER UNLIKE ALL OTHERS OUR PRICES INCLUDE V.A.T 


CREDIT CARD AND STILL NO SOFTWARE? 
THESE PROBLEMS DO NOT HAPPEN AT RUBYSOFT. 
WE HAVE NEVER IN THREE YEARS DEBITED A CREDIT CARD AND NOT SUPPLIED THE GOODS. 


O71 610 1703 
PC CHARTBUSTERS ALL 3.5™ DISK 




































SHADOW OF THE COMET.. 29.99 
SILVER BALL.. 1.99 
SILVER SEED 15.99 
‘SIM CITY DELUXE - GREAT PRICE!. 10.99 


SIM CITY/LEMMINGS 
SIM CITY/POPULOUS 
SIM CITY 2000 (CD ROM VER NOT OUT 
SIM EARTH WINDOWS 26.99 
SIM LIFE...... 
SIM LIFE WINDOWS 
SIMON THE SORCERER. 
SINK OR SWIM 
SPACE HULK.. 
SPACE QUEST 5 
STAR TREK 25TH ANNIVERSARY. 
STAR TREK JUDGEMENT RITES COLLECTORS /PACK VIDEO. 29: 99 
STARLORD 
STREEFIGH 
STRIKE COMMANDER 386. 
STRIKE COMMANDER (SPEECH PACK) . 
STRIKE COMMANDER TACTICAL OPERATIONS 
STRIKE FLEE 
STRIKE SQUAD. 
SUB WARS 2050. 
SYNDICATE SOUNDBLASTER BOARDS ONLY!! 
SYNDICATE DATA DISK. 
T ae 
TERMINATOR RAMPAGE.. 
TETRIS /7 COLOURS 
THE AMERICAN ALL 
THE BLUES AND GREYS. 
THEME PARK * - ORDER EARLY BEFORE RUSH! PHONE 
TORNADO & OPERATION... .29.! 

TORNADO OPERATION DESERT STORM 
TRODDLERS 


ULTIMA UNDERWORLD II 
UNNECESSARY ROUGHNESS 
V FOR VICTORY 3. 
V FOR VICTORY 4. 

WING COMMANDEI 
WING COMMANDER 2 PLUS SAP 
WING COMMANDER 2 S/OPS1 & 2 MUST HAVE WIC 2....18.99 
WING COMMANDER ACADEMY CUSTOM MISSIONS .24.99 
WINTER OLYMPIC: 
WIZARD 
WIZKID 
X-WIN 
X-WING IMPERIAL PURSUIT DATA DISK 
X WING DATA 'B WING’ 
ZOOL.. 











cD ROM JOYSTICKS /PERIPHERALS 































7TH GUES' 5.99 KINGS TABLE/RAGNAROK. 29.99 G FORCE YOKE NICE ONE! RRP 64.9: 49.50 
AKIRA * 9 LOST INTIME 32,99 GRAVIS ANALOGUE BLACK 99 
peer tide 2.99. LOVERS GUID! 29.99 GRAVIS ANALOGUE CLEAR 
ART GALLERY. NATIONAL (HiGROSOE} 2-99 MAD DOG MCCREE 34.99 GRAVIS IBM PAD PC200 i 
BI7/SILENT SERVICE 2.99 
BATTLECHESS.... 2.99 on mins 
BEAUTY AND THE 99 37.99 +4 
BEETHOVEN STH SYM MU! 99 42.99 31.99 
IE FORCE. 99 EANS BEL! 29.99 14.99 
99 PROTOSTAR 29.99 11.99 
99 RINGWORLI 29.99 30.99 
Ee REBEL ASSAULT 33.99 2030 
99 ol 35.93 AVIATOR QUICKSHOT-GS151.. 31.99 
5.99 SPEEDKING ANALOGUE is 
99 30: SPEEDKING DIGITAL... 2.99 
14 Y WINNER 2000 YOKE PC: 
3 } WINNER PISTOL STICK PC1 
99 ‘ 
99 x 
.99 i 
.99 57,99 
99 SUPER VGA HARRIER. 3598 
: . PRESS DOS... 
38 THE ANIMALS (SANDIEGO 60) 300 AUTOROUTE EXPRESS Win 
;99 TONY LA RUSSA 2° 33.99 
99 TORNADO PLUS DESERT STORM. 33.99 
99 ULTIMA UNDERWORLD 1 & 2° 35.99 
99 WHALES & fi DOLPHIN: 35.99 
33 WILD 29.99 
99-«WING COMANDER DELU 35.99 
‘99 «WINTER OLYM 31.99 
‘99 WOLFPACK 24.99 
:99 WORLD ATLAS. 40.99 
2.99 WORLD ATLAS 4 46.99 | MICROSOFT bosez 
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RUBYSOFT (UK) LTD (Dept PCP05) shop. Please note 
96 Lillie Road, London that some shop 
SW6 7SR, England ~~ 

Tel: 071 381 8998 or 071 610 1703 Educational 
Fax: 071 610 1703 gy 















PC PACK + JOYSTICK CARD 
DEXTRA POINT MOUSE 3 BUTT! 
MOUSE QS 159... 
PRO SONIC 16BIT SOUNDBOARD.CD INT 
SOUNDBLASTER V2 
SOUNDBLASTER PR' 
SOUNDBLASTER PRO 8 BIT STEREO CD I/F 
SOUNDBLASTER PRO & MSD 16 BIT .... 
SOUNDBLASTER PRO & MSD & ASP 16 BIT 
HEAD CLEANER 3 1/2...... 
ZYDEK STEREO SPEAKERS 8 WATT RMS. 
TECHNOPLUS SPEAKERS (POWER S. 1 OR 2)..... 
PC J/STICK SPLITTER FOR USE WITH SB/PRO.... 

























PLEASE NOTE : ALL JOYSTICKS £1.50 SOUNDCARDS £3.00 P&H 
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MICROSOFT DOS 6.2 PLUS inset a 5 56.99 
MICROSOFT WINDOWS V3.1 UPGRA\ 49.99 
MICROSOFT WORKS WINDOWS V3 .. 29.99 
QUATTRO PRO WIN/DOS -RAP £352,441 LATEST VER.48.69 
SAGE STERLING +2 BOOKKEEPER 123.99 
SAGE STERLING +2 ACCOUNTANT. 365.99 
WORD PERFECT 6 WINDOWS 187.99 
WORDPERI 87.99 
WORDSTAR 7... 302.99 
SAGE STERLING 77.99 
SAGE STERLING +2 FINANCIAL CONTRO! ..470,99 





ALL PRICES INCLUDE V.A.T. 
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* PLEASE NOTE: SOME TITLES MAY NOT BE 
RELEASED AT PRESS DATE BUT WILL BE DESPATCHED 
WITHIN 24 HOURS OF RELEASE SUBJECT TO 
AVAILABILITY. PLEASE PHONE TO CHECK, PLEASE 
TELEPHONE FOR ANY TITLES NOT SHOWN AS WE 
CANNOT SHOW ALL TITLES AVAILABLE, ALL TITLES 
CAN BE PUT ON BACK ORDER. REMEMBER WE 
HAVE NEVER DEBITED A CREDIT CARD YET FOR 
GOODS NOT SENTII 


562B CDROM DRIVE, SOUNDBLASTER PRO 
8 BIT STEREO CARD AND SET OF 
TECHNOPLUS SPEAKERS 
RRP £386.99 


OUR PRICE £296.99 


562B CDROM DRIVE, SOUNDBLASTER PRO 
& MSD 16 BIT CARD AND SET OF 
TECHNOPLUS SPEAKERS 
RRP £492.99 
OUR PRICE £354.99 
SAVE £137.99 


RECOMMEND 
562B CDROM DRIVE, MEDIA VERSION PRO 
16 CARD AND SET OF TECHNOPLUS 
SPEAKERS 
RRP £382.99 


OUR PRICE £297.99 
‘SAVE £85.99 


PANOSONIC 562B CDROM DRIVE 
TWIN SPEED, PHOTO CD, 


AUTOMATIC BUILT-IN LENS 
CLEANING MECHANISM. ALL 
CABLES 
RRP £249.99 


OUR PRICE ONLY 179.99 


POSTAGE AND PACKING ON 562B 
AND PACKS £5.00 


COMMANCHE 
MAXIMUM OVERKILL & 
X-WING 
INDIVIDUALLY BOXED AT 
ONLY £34.99 FOR BOTH 
LIMITED STOCKS- 

FIRST COME FIRST SERVED. 


CREDIT CARDS DEBITED ONLY ON 
DAY OF DESPATCH 

Tel: 071 381 8998 or 071 610 1703 
Fax: 071 610 1703 


Please charge my Access/Visa No: 


ORDER FORM 
Please supply me with the following for DANG iesieasscanssgioesassccsssvacrcecdscatnveied coctvereasanavevevnases 
CTI ss wxccnncstvn dnann suasiadcanncnsinreibanaians 
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Valid from:. 


Expiry Date:.. 


















Business Hours 
10am - Spm 
Monday to Saturday 

After hours + Sundays 

Ansaphone order hotline: 


071 381 8998 








Please make cheques & PO payable to Rubysoft (UK) Ltd 
Credit card orders cashed only on despatch. 
(Please note we do not make any charge for credit card orders) 
Please add £1.00 P&P per item. All joysticks £1.50 P&P each, 
£3.75 per item for all Europe, and all other countries £4.75 per 
item. BFPO please add £1.50 per item. All prices subject to 
change or manufacturers price reviews without notice. E & OE. 
Please not mail order companies may take up to 28 days to 
deliver goods from receipt of orders. 
However, most are despatched within 2 days 
Please allow for cheque clearance 












FRESH FROM THE SUCCESS OF THE DEMENTED 


REX NEBULAR, MICROPROSE UNVEILS ITS 


LATEST ADVENTURE, SET IN A FANTASTICAL 





LAND OF LORE AND SORCERY. 
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The unbroken See ee pers San a eee ae Dg a hee | Ge, Hs ee. ae 
Dragonsphere. As the fi ws ae ee a — . if eee pee we Ce al 
crystal begins to Sa on ee s SR ia BERS: 


crack and the dragon 
inside moves, you 
know the time of 
Sanwe’s return is fast 
approaching 








J Lojolifeny 
Dragonsphere | 
SOFTWARE HOUSE 
; Microprose 
| D| Ri 4 q 
; £39.99 
(both CD-ROM and floppy versions) 


Telli Jay yaspd 
~ REMENE. 


Dos 4.0 Min, 2Mb Ram (4Mb recommended), 


386 (33Mhz), VGA, Mouse 


\ SUPPORTS 
\ \ ‘ 


year Microprose took the brave 

opportunity to invade the point- 

and-click adventure market with 
its all-singing, all-dancing, sci-fi sex 
comedy, Rex Nebular and the Cosmic 
Gender Bender. The new adventure 
system developed by Microprose was 
entitled Microprose Adventure Design 
System (or MADS for short), and to 
some it seemed every bit as good as 
the classic LucasArts’ SCUMM system. 
Rex Nebular had a great story, 





a year after the release of Rex Nebular, 
the bods at Microprose have readied 
their next animated graphic adventure 
(AGA) and Dragonsphere is its name. 
The kingdom of Gran Callahach is 
in mortal danger. 20 years have passed 
since the evil sorcerer Sanwe first 
appeared in Gran Callahach, destroying 
villages and terrorising the population. 
A powerful court wizard called Ner-Tom 
travelled to Sanwe’s tower and after a 
tiring battle managed to imprison the 


“REX NEBULAR HAD A GREAT STORY, SOME INCREDIBLE ANIMATION AND 
MOST IMPORTANTLY, LOTS OF PLAYABILITY - THERE WAS NO DOUBTING THAT 
MICROPROSE HAD STRUCK A RICH VEIN AND FURTHER ADVENTURES USING THE 

MADS INTERFACE WOULD BE HIGHLY ANTICIPATED” 


some incredible animation and most 
importantly, lots of playability — there 
was no doubting that Microprose had 
struck a rich vein and further adventures 
using the MADS interface would be 
highly anticipated. 


evil sorcerer using a spell called the 
Dragonsphere. Sanwe vowed that he 
would break free from the spell in 20 
years, and seek vengeance against his 
captors. To keep tabs on the evil 
sorcerer, Ner-Tom created a physical 


To follow came the second MADS representation of the spell in the shape 
adventure — the graphically stunning — of a tiny dragon-homunculus encased in 
Return of the Phantom. Now, less than a crystal sphere. As long as the globe 


Soundblaster, Pro Audio Spectrum, Roland MT-32, 
LAPC-1/CM-32L, AdLib, Covox Sound Master, GOLD Sound 
standard, General MIDI and all compatible Sound Cards 





The great 
desert of 
Soptus 
Ecliptus is a 
dangerous | 
place to be if 
you’re not sure 
where you're 4 
going. Ask the v 





locals for ‘dit ¥ 
directions “Say — 












Slathan ni Patan is a 
strange place. Shape- 
shifters come in all 

See shapes and sizes — the 
one found thrashing 
about in this murky 
pool has to be 

3 outsmarted if you are 
to pass in one piece 






remained whole and the dragon still, the 
kingdom could rest in the knowledge 
that it was safe. 

The story picks up some 20 years 
later. The king has died and you, 
Callash, are now the ruler of Gran 
Callahach. Your kingdom is swept with 
paranoia as the people await the return 
of Sanwe, while the sphere is beginning 
to crack and the dragon is stirring. The 
only option is for you to prepare for 
the return of the sorcerer and confront 
him yourself. Prophecies concerning 
Sanwe’s demise speak of three stones 
of power that must combine their 
energies to banish the sorcerer. No one 
knows where these stones are hidden 
so you set out to find them. 

As the adventure begins, Callash 
bids farewell to his queen and 
untrustworthy brother (whom he catches 
sitting on the king’s throne). The casile 
has many rooms to explore before even 


situated at the bottom-left corner of the 
screen. Complete commands can be 
constructed by first selecting a verb 
then clicking on a target — for example, 
talk to (verb) hermit (target). Simple! 
More complex commands _ involving 
verb/object/target constructions (eg 
throw banana at gorilla) are also 
possible. 

Every object in the game also has 
its own set of commands which become 
available once you have the object in 
your possession, enabling magical 
stones to be invoked, liquids poured 
and swords swung. And that’s not all — 
the right mouse button can be defined 
to automatically configure to a certain 
command of your choosing. The default 
is ‘look’, but click right on any one of the 
10 available commands and you will be 
able to use it over and over without 
having to continually select it from the 
list. Double clicking with the left mouse 


"INTELLIGENT CURSORS ARE AT TIMES CRITICISED BECAUSE SOME PEOPLE FEEL 
THAT THEY MAKE THE GAME TOO EASY. PERSONALLY, | THINK THAT THEY ARE 
ESSENTIAL - THERE’S NOTHING WORSE THAN SEARCHING FOR HOURS FOR A TINY, 
THREE-PIXEL OBJECT INDISTINGUISHABLE FROM THE REST OF THE BACKGROUND” 


setting foot outside, some of which are 
empty, while others have a few useful 
objects hidden within them. All passable 
exits are sensed by the intelligent cursor 
in much the same way as in many other 
adventures of this sort. In fact, the 
MADS interface appears pretty run-of- 
the-mill until you actually realise how 


button on the look command will give 
you a general description of the location 
you are currently in, which is useful if 
you’ve just arrived for the first time. 

| mentioned earlier the intelligent 
cursor, and Dragonsphere certainly has 
one of the best adaptations of this 
system yet seen. Intelligent cursors are 


essential — there’s nothing worse than 
searching for hours for a tiny, three- 
pixel object indistinguishable from 
the rest of the background. 

Anyhow, Dragonsphere makes up 
for this by allowing the cursor to react 
with virtually anything present in the 
background graphics, rather than just 
the important objects contained within 
the location. Text descriptions are 
displayed for anything from the sky to a 
spider’s web hanging inconspicuously 
on a wall — obviously the sky and the 
spider's web aren’t going to be of 
much use to you in your quest, but the 
cursor recognises them nevertheless. 
It’s a small but significant feature of the 
finely tuned MADS interface and one 
that | hope to see more of in future 
games. > 


Trying to climb 
down a well 
without the 
correct safety 
equipment is 
always fatal. Still, 
it is an interesting 
taste of things to 
come later in the 
game 











Inside the tower this 
bulbous eye bars 
further progress. I'll 
have to find some way 
of closing it before | 
can pass 


at times criticised because some people 
feel that they make the game too 
easy. Personally, | think that they are 


good it is. 


A verb list with all the usual 


commands (look, take, talk to, etc) is 





Make sure to explore Gran Callahach castle properly before you venture outside — there are a number of useful 
bits and bobs hidden in the rooms 








Just one example 
of the wonderful 
animation seen 
in Dragonsphere|— 
- Callash 
approaches the 
shield 
surrounding the 
tower and 
touches it before 
stepping through 





The story unfolds as you encounter 
other characters throughout the game 
and the mysteries of Gran Callahach 
unravel through conversation. The CD- 
ROM version has a distinct advantage 
over the floppy incarnation in that it 
contains full speech, but little of the 
humour or charm is lost in the text-only 
version. While the digitised speech is 
very atmospheric, it is by no means 
perfect. For a start the volume of the 
music drowns out much of the 
conversation, which is a pity. Mind you, 
the voice acting is a tad irritating from 
time to time too, so luckily the music, 
sound effects and digitised speech can 
all be toggled on or off if you so desire. 

The nitty-gritty of conversation (ie 
what is said rather than how it is said) 
is spot on. Although not quite as 















distracted as | am, | learnt the hard 
way and had to restore my game on 
numerous occasions. 

The most important information you 
will no doubt pick up along the way are 
the locations of new and exciting 
places to travel to. Talking to everyone 
in the marketplace outside the castle of 
Gran Callahach will open up four new 
locations — Soptus Ecliptus, a desert 
plain inhabited by gruff-sounding, 
bleached-white-skinned traders; Brynn- 
Fann, the enchanted world of the 
faeries; Sanwe’s tower, enveloped in a 
shield of magic; and Slathan ni Patan, 
the land of the shape-shifters. 

Each region of Gran Callahach has 
its own particular style of puzzle, for 
instance the faeries like to annoy 
travellers (humans especially) by 


“ONE OF THE MOST IMPRESSIVE FEATURES FOUND IN DRAGONSPHERE HAS 
GOT TO BE THE QUALITY OF THE CHARACTER ANIMATION THROUGHOUT. 
GRANTED, MUCH OF CALLASH’S MOVEMENT IS CLEARLY ROTOSCOPED, BUT THE 
END RESULT IS NOTHING SHORT OF OUTSTANDING” 


thorough or probing as something like 
Cryo’s Conspiracy, it has enough depth 
to make it actually feel like a 


conversation and not a one-sided chat 
with a digitised sprite. It's a good idea 
to pay attention when you are being 
spoken to because most characters 
refuse to repeat previous conversations 
(as you would expect in real life). Easily 


dy 
ee A _S Walh'to Bevan-fann 


The Kingdom of Cattehach 


Your first encounter with the map of Gran Callahach 
will reveal more places to visit. Click on an icon and 
the chosen location will emerge from the map in 
glorious 3D (of sorts) 





confronting them with logic puzzles, 
while the Soptus Ecliptus prefer 


language-related riddles. Although the 
puzzles are all well designed, | did find 
myself hitting a brick wall from time 
to time, although more experienced 
adventures will revel in the challenge. 
Don’t let this put you off though, 
because there are two difficulty levels 





This sprite puzzle is one of the more difficult brain- 
teasers found in Dragonsphere. Talk to the sprites and 
make notes as you go! 





This Shak has the body of a bird but the head of 
man...and the damn thing won’t let me pass 


(novice and challenging) allowing 
players of any ability to participate. 

A running theme throughout the 
game is the prejudice held by the 
human characters against shape- 
shifters. Talk to the guards about 
shape-shifters and you will be informed 
that they are “untrustworthy individuals 
who are able to steal your very 
identity”. Even the sentries standing 
guarding the entrance to Slathan ni 
Patan (the shape-shifters’ homeland) 
doubt your identity and fear that 
you are merely a_ shape-shifter 
masquerading as the king. Without 
going into too much detail (to avoid 
seriously affecting your enjoyment of 
the game), this underlying theme 
unfurls as you explore further, adding 
immensely to the unwinding plot. 

One of the most impressive 
features found in Dragonsphere has 
got to be the quality of the character 
animation throughout. Granted, much 
of Callash’s movement is clearly 
rotoscoped (a process where live- 
action footage is transferred frame 
by frame into drawn or digitised 
animation), but the end result is nothing 
short of outstanding. Watch as Callash 
descends a rope, climbs up the side of 
a rock-face and generally walks 
around, and | defy you not to be 
impressed. In one particular sequence 
the main character steps through the 
shield surrounding Sanwe’s tower; first 
he tests the shield with his hand (it 
ripples), before squeezing his body 
through it, one foot before the other. 
His cape is the last to be pulled free of 


Use vortex stonetotahemegic fram rope 





I’m being attacked by a magic rope! If | try to pass, 
the infernal thing lynches me. Think, boy, think! 
There has to be a logical way out! 


The Flower comes free From the 
ground with & Shee y A hint 
e Teruel A ee 
this. bol 


“leads to believe 


nother will 


someday grow in its place. 





Lord knows what this crystal flower is for. Mayhe if | take a sniff it will make me wet the bed? 


the enveloping shield, with Callash 
even turning to pull the cape free of the 
mysterious barrier. Wow! Attention to 
detail like this is very rarely found 
outside of the LucasArts stable. 

The puzzles are of similar quality, 
starting off not too hard, but gradually 
increasing in complexity. Every now 
and then you will stumble upon a 
number of cleverly designed logic 
puzzles. Callash’s first encounter with 
the faeries is met by an impassable 
barrier patrolled by a selection of 
cheeky, coloured sprites. By asking 
them questions you should eventually 
deduce which sprite has the ability to 
deactivate the nearby barrier. Cracking 
this puzzle may sound easy on paper, 


Progress is well paced on the 
whole. Of the two difficulty levels 
available, ‘challenging’ is geared 
towards experienced adventurers. Less 
clues are available in this mode and if 
you find that you may need that extra 
bit of help along the way there’s always 
the novice mode to fall back on. Playing 
the game on the novice setting isn’t too 
detrimental to lastabilty either, because 
none of the puzzles change, instead 
you just get a few helpful pointers here 
and there. 

| suppose if there is a downside to 
Dragonsphere | would have to say that 
it has to be the music. The game 
supports almost every major sound 
card (and there are a heck of a lot of 


IT’S GOOD TO SEE A FAIRLY SERIOUS APPROACH TO THIS KIND OF 
TOLKEIN-ESQUE FANTASY ADVENTURE. SURE, THERE ARE PLENTY OF 
CLICHES TO BE FOUND IN THERE, BUT THE WHOLE THING IS PUT TOGETHER 
WITH A LOT OF STYLE” 


but a fair amount of logical brainwork is 
required to get a result. Needless to 
say, completing this particular kind of 
puzzle is highly satisfying — something 
which is vital for the success of any 
graphic adventure on the market. 





them now!), but it seems that the 
musicians have just missed the mark 
as far as atmosphere is concerned. The 
16-bit Pro Audio Spectrum sound card 
fitted to my machine strained its little 
heart out to deliver the goods, but in all 





honesty the sound: never impressed 


me. The music isn’t awful by any 
stretch of the imagination, just a missed 
opportunity. 

It's good to see a fairly serious 
approach to this kind of Tolkein-esque 
fantasy adventure. Sure, there are 
plenty of clichés to be found in 
Dragonsphere, but the whole thing 
is put together with a lot of style. 
Adventuresoft’s Simon the Sorcerer 
never really caught my imagination 
and I’m not a great fan of Sierra 
King’s Quest games, but Dragonsphere 
definitely fills the gap and is certainly 
one of the best point-and-click 


adventures developed outside of the 


SCORE kK kk 


LucasArts stable. 





The Caliph of the Soptus Ecliptus enjoys a game or 
two to while the hot days away — beat him at his own 
game and you’re onto a good thing 





More superb 
animation. Callash 
climbs a huge 
rock-face to reach 
Sanwe’s tower. 
The first time you 
climb you are 
treated to an 
excellent 
animation 
sequence as 
Callash makes his 
ascent 


The tower is filled 
with many 
dangerous traps, 
while getting into 
the place is a trial 
in itself. Be 
patient though 
and you'll be 
picking grapes 
from these vines 
in no time at all 


DESPITE REACHING A NUMBER OF 


SEQUELS NEARING FRIDAY THE 13TH 


PROPORTIONS, THE ULTIMA GAMES 


ARE STILL MORE THAN CAPABLE OF 


DRAWING A CROWD. IS THIS REALLY 


THE BEST RPG ON THE PC? 


Richard Garriott and his team spent many hours researching pagan rituals and 
the many myths surrounding demon worship. It shows too — Ultima VIII: Pagan 
contains some particularly impressive invocation sequences; witness this fire 








elemental being raised from within the pentagram 





Ultima Vill: Pagan 


SOFTWARE HOUSE 


| Electronic Arts/Origin 
| 


£44.99 | 

| 
FOUIREMENTS 
Dos 5.0 Min, 4Mb RAM, 386 (486 preferred), 
VGA, Mouse, 30Mb Hard Disk 


Soundblaster, AdLib, Roland, | 
General MIDI Sound Cards 





have thought that after so many 

games all set around pretty much 

the same theme that we’d find 
ourselves in a situation where no one 
particularly cares anymore. However, in 
reality it seems that nothing could be 
further from the truth — the sense of 
anticipation and excitement surrounding 
the imminent release of Ultima VIII 
seems to be at a ludicrously high level. 
If you thought people were going 
crackers at the prospect of last year’s 
Underworld II: Labyrinth of Worlds you’d 
be surprised at just how much attention 
the latest game is receiving. Why 
though? What is it that draws people 
towards Richard Garriott’s world of the 
Avatar, the Guardian, Lord British and 
all Britannia? 

It's no secret that Garriott and his 
team practically re-invent the whole 
gameplay engine with every new 
product, but there’s more to it than just 
this. Ultima games have always been 
on the leading edge of RPGs and each 
new game has been bigger, better and 





LTIMA Vill: 


more in-depth than that which has gone 
before. Pagan is different though. 
Whereas Ultima VII proved just how big 
you could make something, this has 
gone completely the other way — rather 
than trying to create something 


unmanageably vast, the Ultima team 
has focused on fine tuning the realism 
and graphical qualities of the product. 
The result is a game of quite stunning 
detail that is reputedly a third of the size 
of Ultima VII. A wise move or not? 





Do not adjust your set! Take a trip to novelty island. 
All you have to do is eat one of those funny-coloured 
mushrooms found lying in the grass... 


ULTIMA Vill: PAGAN 









I knew | should have 
Wi checked the chest for 
booby traps before 

» opening it! Luckily, | 
survived the blast and 
whatever is in the 
chest is now mine 





— THE WORTRGIC OF PAGAN 


OK, so Ultima VII finished very 
dramatically — there was the Guardian 
and lots of other stuff going on, and then 
that bloody great red hand scooped you 
up and pulled you away to another 
dimension. As it turns out, this other 


fisherman dragged you to dry land and 
now proceeds to assist you in any way 
he can. It’s here that the adventure 
begins as you discover that your only 
hope of freedom is to travel through 
Pagan and seek out all those who 


“WHEREAS ULTIMA Vil PROVED JUST HOW BIG YOU COULD MAKE SOMETHING, 
THIS HAS GONE COMPLETELY THE OTHER WAY - RATHER THAN TRYING TO 
CREATE SOMETHING UNMANAGEABLY VAST, THE ULTIMA TEAM HAS FOCUSED 
ON FINE TUNING THE REALISM AND GRAPHICAL QUALITIES OF THE PRODUCT. 
THE RESULT IS A GAME OF QUITE STUNNING DETAIL THAT IS REPUTEDLY A 
THIRD OF THE SIZE OF ULTIMA VII” 


dimension was the realm of Pagan — an 
island where the Guardian’s forces are 
in absolute control. It seems that after 
conquering both Britannia and Earth the 
big G intends to use you as an example 
to all those who stand in his way. 
Waking on the shores near the city 
of Tenebrae you learn that a lone 


oppose the Guardian, while at the same 
time coming to terms with the strange 
ways and beliefs of the native people. 
Much of Pagan’s life revolves 
around both magic and the mystic 
elemental Titans which hold such a 
fierce grip on the land (along with the 
Guardian himself). Surrounding the 





basic elemental beliefs of the populace 
are the various arts which are employed 
by the mystics and if you are to truly 
succeed in your quest you’re going to 
need to get pretty nifty and rubbing bits 
of dirt together and mumbling mystic 
chants. 

Necromancy, the magic behind the 
earth elemental, deals mainly with life 
energy and is something which can be 
picked up quite quickly by a reasonably 
experienced role player. Necromancy 
offers opportunities to exploit the dead 
for both information and assistance as 
well as the use of the land itself to 
provide protection. Using basic 
elements (known as reagents) such as 
blood, bone, wood or even dirt — a 
necromancer can soon become quite 
powerful. 

The water elemental provides the 
magic of tempesitry — an art that allows 
the caster to walk on, or even breath 
under water. Aside from this it also 
provides a number of destructive 
powers associated with water and 
stormy weather. 

Theurgy is the magic provided by 
the air elemental and, once focused 
through trinkets that can be found by 
even the least adept novice, can 
provide the power to heal, to jump great 
distances or even make the caster 
invisible. At its strongest level, the art 
can even resurrect the dead — a power 
only available to the most adept player. 

Sorcery, which like necromancy is 
focused through the use of reagents, is 
the magic associated with the fire 
elemental. A deadly and aggressive art, 
sorcery is developed through the use of 
a pentagram and basic elements such 
as volcanic ash and brimstone. Once 
charged through his pentagram a 
sorcerer can be a powerful opponent 
capable of a great deal of destruction. 

As far as the Avatar is concerned 
though, these basic arts need not be 
separate. As a visitor to the land of 
Pagan you have the opportunity to 
exploit what the scholars of the realm 
refer to as thaumaturgy. Basically a 
mish-mash of the four basic elements, 
the art is the perfect aid for the Avatar in 
his quest. As well as providing him with 
a huge array of powers, it also offers the 
opportunity to destroy the elemental 
Titans and free the land from their 
reign. > 
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MOVEMENT 

Keep moving around if 
you’re in any danger. 
Hold down the right 
mouse button while 


READIED 

Double click the right 
mouse button over the 
Avatar and he will draw 
his sword and ready 


USE WEAPON 
Move the red arrow 
cursor towards the 
edge of the screen 
(making sure it’s 












himself for combat. close to the Avatar and pointing towards the 
You may notice that he will shuffle in the enemy) and double 
the arrow cursor turns direction the arrow click the left mouse 
red cursor is pointing button. The Avatar will 


now utilise the weapon 
currently held 





Kith are a species of super-deformed arachnid, sometimes herded and domesticated for food. They can still be 
very dangerous and should always be approached ‘feet first’ as it were 


_ A NEW LOOK ar 


Those of you who’ve kept up with the 
Ultima series since the beginning (there 
must be some of you out there) will no 
doubt be big fans of the top-down 
perspective employed throughout the 
series. Because of this it’s probably safe 
to say that the boldest move made by 
Pagan is that it makes use of a scrolling 
isometric 3D screen layout that allows 
for much larger, more detailed graphics. 

Beyond this, we’ve also lost the turn- 
based play system which was used 
throughout every version and in its 
place we now have a very free control 
method which is decidedly reminiscent 
of that found in the Underworld games. 
Simply move the arrow around the 
screen to define which of the eight 
possible directions you want the Avatar 
to move and then determine how fast he 
moves by moving the cursor closer to 








the edge of the screen. It’s simple and 
effective, and while cynics may feel that 
it trivialises the good ol’ tried and tested 
RPG system, it does manage to make 
the game both extremely playable and 
very fast moving. 

Speculation in many of the previews 
written about the game described the 
new system as more akin to an arcade 
adventure (and coupled with the 
isometric viewpoint it does occasionally 
stir up memories of old games like 
Fairlight and Sabre Wulf) than a fully 
blown adventure, but now the game is 
complete it’s more than apparent that 
the controls have been tailored to 
provide a truly hands-on experience. 

To say that all of this takes a little 


getting used to at first would be an 
understatement. If you’re used to the 
traditional RPG style of controlling 
things you’re going to feel totally 
muddled when faced with Ultima VIII. 


won’t face the right way when you want 
him to fight something, or he jumps too 
far because you’ve put the cursor in the 
wrong place on the screen. All of this is 
very infuriating at first, but once you’ve 


"IF YOU'RE USED TO THE TRADITIONAL RPG STYLE OF CONTROLLING THINGS 
YOU'RE GOING TO FEEL TOTALLY MUDDLED WHEN FACED WITH ULTIMA VIII. 
THE DIFFERENT WAYS OF FIGHTING, RUNNING, JUMPING AND INTERACTING 
WITH CHARACTERS AND MONSTERS USING THIS COMMON INTERFACE ARE 
QUITE DAUNTING INITIALLY” 


The different ways of fighting, running, 
jumping and interacting with characters 
and monsters using this common 
interface are quite daunting initially. For 
some reason the Avatar just won’t do 
what you want him to at first — he either 


slipped into gear and got to grips with 
the way the game works the interface 
becomes very much second nature. 
Once you’ve got the hang of all of 
these new fangled features you can sit 
back and revel in the fact that this is by 























Unless a locked door 
bars your way (and you 
don’t happen to have 
the correct key), most 
houses are pretty easy 
to ‘break into’. Almost 
every item you can 
see littered around 
the building can be 
examined, moved or 
picked up. The level 
of detail in many of 
these dwellings is 
absolutely 
outstanding - most 
even have tiny shaving 
facilities if you feel 
your stubble is getting 
rather long... 


KICK 

Alternatively, double- 
clicking the right 
mouse button in the 
desired direction will 
make the Avatar kick 
out with his feet. 
Useful as a rapid, 
close-combat last 
resort 








BLOCK 

If you can see an 
unstoppable offensive 
move coming your way, 
hold down the left 
mouse button to block 
the attack. It may not 
always work, but it’s 
worth a try 


A troll and a zombie attack from both sides as the sorcerer looks nonchalantly on from behind. 


Time to show off! 


< ™. & 


far the most impressive-looking (and 
indeed sounding) Ultima adventure yet. 
Aside from the fact that all of the 
backdrops are exceptionally well drawn, 





each one boasts in its presentation. 
Many of the creatures showcased are 
animated with more than 400 individual 
frames and the Avatar himself 


"MANY OF THE CREATURES SHOWCASED ARE ANIMATED WITH MORE THAN 
400 INDIVIDUAL FRAMES AND THE AVATAR HIMSELF APPARENTLY BOASTS A 
GRAND TOTAL OF 1,200 FRAMES! THE RESULT OF ALL THIS IS THAT WE NOT 
ONLY GET SOME VERY SMOOTH AND FLUID-LOOKING MOVEMENT - WE ALSO 

FIND THAT MANY OF THE CREATURES AND PEOPLE TAKE ON THEIR OWN 
PERSONALITIES JUST FROM THE WAY THEY MOVE” 


one of the best features about the new 
style graphics is that the animation is 
exceptional. 

The variety of NPCs and monsters 
roaming around the land are not only 
impressive in their numbers, but also in 
the amount of frames of animation which 





apparently boasts a grand total of 1,200 
frames! The result of all of this is that we 
not only get some very smooth and 
fluid-looking movement — we also find 
that many of the creatures and people 
take on their own personalities just from 
the way they move. Certain creatures 


ULTIMA Vill: PAGAN 


SHEATH 

If your enemy attempts 
to do a runner, move the 
arrow cursor towards 
the edge of the screen 
and hold the right 
mouse button down. The 
Avatar will sheath his 
sword and move as 
normal until the mouse 
button is released 



























The only way out of 
this mess is to use 
some powerful 
offensive magic to 
blow the enemies 
away. The magic 
system is extremely 
thorough and there 
are many spells to 
master 


Not all the monsters 
in Ultima Vill: Pagan 
are humanoid in 
appearance — take 
these giant insects, 
for example, each can 
insert its proboscis 
into your head and 
slowly suck your 
brains out! 


swagger or stomp around while the 
humans vary from drunken slobs looking 
up from a table in an inebriated stupor to 
gorgeous young maidens swooning 
around wiggling their hips provocatively 
(or as provocative as a bunch of brightly 
coloured pixels can get if you take my 
meaning — |’m not that sad). 

To top it all off the game has some 
of the very best sound I’ve heard in a 
long time. If you’re lucky enough to have 
the opportunity to use a Soundblaster 
for the excellent stereo sound effects 
and a General MIDI compatible music 
source, you’re in for a treat. The 
superbly composed music varies from 
the dramatic to the eerie and 
atmospheric, while the effects (which 
incidentally employ some very clever 
programming to deliver four channel 
stereo samples on a stereo card) are 
some of the best I’ve heard on a non- 
CD based product. > 
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Searching through 
any of these 
receptacles will 
more often than 
not reveal 
something for the 
taking. Barrels 
often carry food 
while the cloth 
bags sometimes 
carry money and 
jewels. Chests are 
the more sought- 
after of the three 
and are usually 
booby-trapped to 
ward off would-be 
thieves 


The big question must hang solely 
over the gameplay opportunities that 
this latest instalment offers. Despite 
worries that the game may be ‘too 
small’ when the specs’ were 
announced late last year, it would 
seem to us that there is a great deal 
which Ultima VIII has to offer over all of 
the previous Ultimas. The freedom of 
movement, the lack of a turn-based 
structure and the combat system (see 
our brief description of how this works 
elsewhere) means that you do feel that 
you are playing a role far more than 
you do in many of this style of game. 

Couple this with the fact that there 
are an enormous’ number of 
opportunities to exploit and you have a 
game which really must rate as one of 
the best yet. The developers have 
obviously injected a great deal of 
history into this new mystic realm and 
this is all brought to the fore through 
the excellent interaction with NPCs. 

While the conversation system isn’t 
perfect (when are they in RPGs these 
days?) you do get the opportunity to 
learn a great deal about your 
surroundings by simply talking to 
people by means of a simple option 
driven conversation system. There are 
even moments where you feel that 
you’ve got to know a certain character 
and this is the sort of thing that role 
playing is all about. The conversations 
may not be totally ‘free’ as far as 
you're concerned, but you can have 
some very lengthy chats with people. 

On the quest front, aside from the 
basic ‘get out alive and kill all of the 
bad guys along the way’ objective you 
are also presented with a host of 
opportunities which will take you 
through seven different parts of Pagan 
— four of these are specific to each of 
the basic elementals. From the streets 
of the city of Tenebrae you'll work your 
way through a wide range of 
landscapes which are all filled with 
some superb creatures which must be 
either fought or reasoned with. The 
Bestiary which accompanies the game 
speaks of 12 basic types of creature 
(including humans) which can vary in 
strength and power. Aside from this 
there are also varying degrees of 
magic user which must all be 
overcome if you’re to get out alive. 

When dealing with a product like 
this in a review there is a certain 
amount of turmoil which we go through 
as we try to communicate the qualities 
of the product. On one hand there’s a 
very strong feeling that whatever you 
say, it’s not enough. The game has so 
many strong points that it really is very 
difficult to mention everything. 
However, on the other hand much of 
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the delight which can be had from a 
game like Ultima VIII is derived from 
the sense of the unknown, and that 
everything you encounter is a surprise. 
As a result of this, we’ve tried very 
hard here not to give to much of the 
game away and concentrate basically 
on the overall feel and the mechanics. 
On both of these fronts the game is 


Explaining your origins to Mordea is like talking to a brick 


UP TO SCRATCH? 


et 


Ai 










wall - she just doesn’t want to know you. Ooh, to have 


something far more individual which 
probably has more in common with the 
Ultima Underworld games than it does 
with the earlier games in the series 
(apart from the first-person perspective 
point of view of course). 

Is it really worthy of all the hype 
though? Well, it’s got the point now 
that anything with the word Ultima 


“GONE IS THE OLD-FASHIONED PARTY-BASED PHILOSOPHY OF YESTERYEAR, 
AND IN ITS PLACE IS SOMETHING FAR MORE INDIVIDUAL THAT PROBABLY HAS 
MORE IN COMMON WITH THE ULTIMA UNDERWORLD GAMES THAN IT DOES 
WITH THE EARLIER GAMES IN THE SERIES” 


hard to fault. OK, we’ve had our little 
niggles with it; the control system takes 
a while to get used to (although this is 
only a short-term problem) and the 
conversation system doesn’t seem 
quite enough (it’s only a very basic 
response-based option structure), but 
on the whole there is very little which 
you can actually gripe about. From 
what we’ve seen here, it’s obvious that 
the whole ethos behind the Ultima 
series has now changed. Gone is the 
old-fashioned party-based philosophy 
of yesteryear, and in its place is 


na 
zombie. I’m in no doubt that | can beat him, but if | 
take one hit | may plummet to my death 





tagged onto it will cause a stir, but 
Ultima VIII deserves to more than most 
as it does actually both try and 
succeed to break the mould and take 
RPGs to the next level. Aside from the 
presentation which is quite obviously 
superb, the game as a whole does 
manage to continue in the vein of its 
predecessors while building and 


improving on many of the ideas found 
there. It’s definitely a very firm and 
very bold step in the right direction. 
Who knows what Ultima IX will bring? 





These strange, green creatures are called Torax. 
Torax are domesticated animals that are bred for their 
meat — attack one though and they will bite back! 


™ Dave Renton is PC 
Player’s contributing 
RPG expert. With an 
enormous amount of 
experience in the field 
as long time editor of 
Role Player 
Independant 
magazine, his input is 
invaluable 





















The Voices of Marg 
By Salem 

| ewake in ¢he night ana 
¢he rooms are all dcaa, | 
Follows a Arcam, she still 
echoes in my head, The 
peew girl is €eniéching, 
asleep on the Floor, RS 
mouc ¢hrough dark rooms, 
apna pass through ¢he door 
Qué in €¢he chill, | Follow 
¢he enalk, The spirits 
aren € speaking, so 
¢here’s no need to €alk, 
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If there’s one thing Ultima Vill: Pagan has a lot of, it’s books — you'll find 





The moon has arisen, to 
Floeucr over €¢he evnorld, 
While ¢enarils of mist 
spake out, and sloculy 
apfarl, 

There's a sign dg the sea 
that aoesn'€ make sense, 
Ara out past the jetty 
enait sirens, borng and 
¢ense, Bricfly, through 
enipdoens in ¢he pale glass 
maves, | see los€ Faces, 
rainea heroes in eatery 
graves, 
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them scattered everywhere. 





Take every 


opportunity to read them because they will give you useful clues and also tell you about quests in far-off places 


here we go with 
| another straight 
we | EY from the stables 
of Mr Gary Gygax (co-creator of the 
D&D game). The Ultima series has now 
reached numero eight and it is still 
sticking to the clichéd fantasy pap that 
we’ve been force-fed since Tolkien 
whipped out his quill and ink in the back 
of the Eagle and Child hostelry not more 
than a stone’s throw from where | sit 
right now. 
Fantasy RPGs, whether table top or 
computer, have several things in 


until either of you keels over dead that 
is. One thing that has been missing 
from computer RPGs is the ability to 
move the dead bodies out of the way 
after combat, | was_ particularly 
delighted to see this feature — no more 
teleporting dead monsters. 

Magic can make or break a new 
role-playing system coming onto the 
overcrowded RPG Fantasy market. If 
you ain’t got a good reason for it, you 
can be sure your system is gonna fall 
flat on its face — it can’t be stressed 
enough that magic is an integral part of 


"MAYBE A LOT OF THE CHARACTER INTERACTION CONSISTS OF 

GUARDS TELLING YOU TO BE A GOOD BOY, BUT TRY TALKING 

TO SOME OF THE CHARACTERS AND YOU'LL FIND IT HARD TO 
DRAG YOURSELF AWAY FROM THE CONVERSATION” 


common that are necessary to play the 
game; a combat system, a magic 
system, lots of monsters, and people to 
interact with (that’s why it’s called role 
playing). So what does Ultima 8 offer us 
in the way of these things? Combat’s 
your usual point-and-click to hit, but to 
be fair it is a little more involved than 
that, and there is no way to tell that you 
are actually damaging your opponent, 





Finding the right combination of switches will open a 
portcullis further back in the cave. This is not going to 
be easy with all those zombies walking around outside 


a fantasy system. OK, so you are 
limited with what you can do on the 
computer, but | do wish games 


designers would take a look at some of 
the other table top role-playing games 
and not just one particular good seller 
(you know the one | mean). Ultima 
spelicasters seem to have taken a quick 
look at FASA’s Shadowrun system, and 
White Wolf's Storytelling systems, and 





. _ Bre 


This guy is an aide to the throne. He doesn’t take too 
kindly to your presence but may offer a quick word or 


two if you’re persistent 





















thought, that looks a little complicated 
so let’s just use some of the phrases 
and stick with an AD&D-style spell 
system. 

Monsters are the usual standard 
affair and have been taken from the 
realms of mythology or the dark 
recesses of an unimaginative brain. 
Ghosts, ghouls, trolls and daemons are 
all on call along with the seeker, Aerial 
Servant (bit of a give away, lads), anda 
large blue and red pet spider called a 
kith. 

Now to. the sticking point; 
interaction. We’ve all had _ these 
conversations before — “Where is the 
bog?” “Sorry, do not understand ‘bog”’. 
The problem is the computer doesn’t 
think on its toes (or little rubber feet). It 
has to say what it’s been programmed 
to say. This is where Ultima VIIl seems 
to differ from the rest. Maybe a lot of the 
character interaction consists of guards 
telling you to be a good boy, but try 
talking to some of the characters and 
you'll find it hard to drag yourself away 
from the conversation. 

Overall, Ultima VIII looks like just 
another point-and-click role-playing 
game. Its saving grace is the interaction 
with other characters, and that is what 
role playing is about, isn’t it?” I 





The city of Tenebrae lives under an iron fist of 
authority. Citizens are regularly questioned and it is 
in your best interest not to get involved 


The first troll you 
will encounter will 
probably be this 
one safely locked 
up inside this 
cage. If you can 
get inside this 
mediaeval zoo you 
could find some 
useful items for 
the taking 
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greater capacity for 


causing death and | 
destruction than the | 
torpedo, but it places | ~ 


the Seawolf in a much 
higher risk zone 
because it has to be 
fired from relatively 
near the surface 





The Tomahawk has a [i 
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PRODUCT 


SSN-21 Seawolf 


SOFTWARE 


Electronic Arts 


REQUIREMENTS 


Dos 5, 386 33Mhz, 4MB, Mouse, VGA 


SUPPORTS 


Soundblaster, AdLib, Roland, Two-player Link-up 








all the game types the PC could 
have possibly been used for, it 
seems that the only genre to really 


make its mark is the flight simulation. 
Literally hundreds of flight sims have 
come and gone over the years, ranging 
from the decidedly primitive (remember 
the original F-15 Strike Eagle?) to the 
most advanced that modern computing 
has to offer (most notably Tornado and 






towards making the PC more of a broad 
simulation machine, with the likes of 
IndyCar Racing and X-Wing breaking 
the stranglehold of the fly boys. A few 
years ago it seemed that submarines 
were to become the next great thing in 
terms of PC sims, with Silent Service 
starting the ball rolling. Giving you total 
control over all the elements of 
submarine warfare, it was a fun product 


"SEAWOLF MAKES USE OF TODAY’S MUCH IMPROVED TECHNOLOGY TO 
PROVIDE A MORE REALISTIC GAME ENVIRONMENT, INCLUDING STEALTH 
TECHNOLOGY AND ACCURATE SONAR DEPICTION” 


Falcon 3.0). The reason behind why this 
should be eludes me -— after all, if 
programmers can successfully re-create 
the complex flight dynamics of a 
modern military aircraft, why shouldn’t 
they be able to translate other real-life 
situations into the Os and 1s that go to 
make up a computer game? 

Recently there has been a swing 


that was really more of a game than a 
simulation. Following closely on from 
that was 688 Attack Sub, EA’s entry 
into the marketplace. Gaining respect 
for its more technical feel, it was (then) 
state-of-the-art as far as games of this 
kind went. 

After that, things seemed to stop. 
Other genres filled the void left by the 


SSN-21 SEAWOLF 


This is the screen that you'll 
refer to most often. It provides 
a top-down look at the theatre 

area, detailing your position, 
land mass, sea depth and any 
other ships or submarines that 
you have detected on sonar. It 
also displays the menu from 
which most of your tactical 
decisions will be made 





Mission #1 
<" 


All of the missions that you are required to undertake 
revolve around using the Seawolf to either ID suspect 
shipping or to destroy it. In this case, stealth is the 
keyword, meaning that passive sonar is the only way 
to positively ID a vessel 








As orders and commands are issued, there is the 


option to have them echoed in text form on the top- 
down view. This does tend to make things rather hard 
to distinguish, but it also allows you to see what is 
going on at all times 


ISTAREORRO VIEW 


Taking the ship to periscope depth places the Seawolf 
in an immense amount of danger. ASW aircraft can 
easily pick up the radar returns from your vessel, and 
other subs can also detect the Seawolf easily through 
the fairly clear, uniform water layers on the surface 
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Each torpedo must be 















sub games and there was _ nothing 


remotely subaquatic for a long time. loaded into a tube 
Recently, there has been somewhat of a Leckbeapcaemsg 
resurgence, with Sierra’s Aces of the weapon can be fired. 
Deep due for release shortly and the The problem with this 
eagerly awaited Seawolf, the follow-up is that (apart from 


to 688 Attack Sub. Programmed by taking time) the tube 


can become filled 


John Ratcliff, the man responsible for 
the original game, Seawolf makes 
use of today’s much _ improved 
technology to provide a more realistic 
game environment, including stealth 
technology and = accurate’ sonar 
depiction. 

The story behind Seawolf is the first 
indication that something regarding the 
game might not be quite right, at least 
politically. Soviet naval forces have 
started to amass around Cuba and the 
back door to the US looks like it might 
be blown wide open, resulting in the 
spread of communism and the end of 
the world as we know it. Soviet attack 
ships, subs and ASW (anti-submarine 
warfare) support aircraft make daily 
progress, testing the resolve of the 
United States’ fleet and forcing military 
skirmishes to occur. 

The primary weapon platform of the 
US navy (at least for the sake of the 
game) is the SSN-21, known as the 
Seawolf. Relying on stealth and an 
advanced array of listening and 









alone pose a threat. The days when 
game designers could get away with 
this kind of thing have long gone. Hell, 
even film makers have had to come up 
with story-lines that veer away from the 
old ‘east meets west’ crap, and to have 
this kind of scenario in the mid ’90s is 
almost unforgivable. 

Unlike aircraft, the whole point of 
using a submarine to pull off daring 
exploits of military heroism is that you 


“ALL CONTACTS ARE SHAPED AND COLOUR-CODED ACCORDING TO WHAT THEY 
ARE, SO THAT AT A GLANCE THE PLAYER CAN INSTANTLY SEE WHETHER A SHIP 
THAT’S STRAYING TOO CLOSE TO THE SUB’S DIRECTION OF TRAVEL IS A 
HARMLESS TRAWLER OR AN ENEMY MISSILE BOAT” 


targeting equipment, it is the Seawolf’s 
duty to patrol the waters surrounding the 
Cuban mainland and carry out the 
orders sent its way. These can range 
from acquiring a positive ID on suspect 
shipping, to locating and_ sinking 
Russian patrol vessels and attack subs. 
Succeed and the world remains free, 
but fail and, well, who knows what fate 
will befall mankind? This may seem like 
a very small, niggly ‘political’ criticism, 
but it is now 1994 and the old Soviet 
Union doesn’t even exist anymore, let 


can keep your position secret from the 
enemy. If the enemy can’t see you then 
it can’t attempt to blow you out of the 
water. To this end, the playing screens 
featured in the game are a little different 
from those you might find in the latest 
flight combat sim. The main bulk of the 
game is played on a_ look-down 
representation of your surrounding area. 
Land mass is shown, as are bays and 
beaches, and the varying depth of the 
water is also displayed as light and dark 
patches of water. Commanding a 
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submarine requires that you don’t 
ground the thing on the seabed, and so 
paying attention to the whereabouts of 
areas of shallow water is of paramount 
importance. 

As well as displaying all the 
geographical detail of the immediate 
battle zone, this look-down screen also 
displays any contacts that may have 
been picked up by the sonar operator. 
All contacts are shaped and colour- 
coded according to what they are, so 
that at a glance the player can instantly 
see whether a ship that’s straying too 
close to the submarine’s direction 
of travel is a harmless trawler or an 
enemy missile boat. This is the main 
screen in the game and is where all the 
changes regarding heading and depth 
are made. 

Most of the commands in the game 
can be made by the use of a simple 
menu system — simply choose a section 
of the vessel to issue commands to 
(such as the weapons room or the 
sonar operator) and click on the 
instructions. The sub can be made to 
travel in a certain direction or follow 
waypoints much in the same way as an 
aircraft does. > 


with exhaust waste 
from the weapon. 
Leave the torpedo for 
too long and it will 
have to be ejected so 







damage to the launch 
tube. Scratch one 








The Seawolf is equipped with two 
remote cameras that can be used 
to scout the surface on occasions 
when rising to periscope depth 
would be too dangerous. The 
cameras can be dropped from any 


—| depth and will rise and begin 


rotating through 360 degrees. 
These are undetectable by the 
enemy and are a useful tool to 
have in your inventory 





» Depth instructions are issued either 
in plain old English feet or (and this is 
where you start to actually feel as if you 
are on a submarine) in thermals. What 
are thermals, you ask? Well, the sea 
isn’t a regular body. In something like a 
swimming-pool, the water contained in it 
is of a uniform density and a uniform 
temperature. The sea, on the other 
hand, has layers of water that are 
affected by pressure and temperature. 
As you go deeper down into the water, 
the pressure increases and as a direct 
result so does the water density. In a 
similar way, the temperature drops the 
deeper down you go and this also has a 
dramatic effect on the water’s property. 

Now, all this wouldn’t matter but for 
the fact that for a submarine to track 
and fire upon its target it must use the 
only tracking device it has, namely 
sonar, and the sound waves that this 
instrument picks up are bent according 
to the condition of the water. In areas of 
greater density the sound waves bend 
away from the area, and vice versa for 
areas with less density. This allows 
vessels travelling underwater to make 
use of these thermal layers to shield 
themselves from the prying ears of the 
sonar operator. In effect, it is a stealth 
manoeuvre and one of the ways in 
which subs not only defend themselves 
from other submarines but also from 
surface threats such as ships and ASW 
helicopters. 

Learning to use and at the same 
time overcome the’ problems. of 


thermals is one of the main tricks to be 
learnt in Seawolf. The only eye (or 
should that be ear?) that you have 
underwater is the sonar and this is one 





TOBPEDO REPORT GENERATED SIR 
The crew will not take things lying down and any 
problems that may arise, from running out of weapons 
to fires breaking out after you have been struck by a 
torpedo, will be duly reported to the CO 
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The most complicated part of the game is the sonar. The large circular screen gives details of the contacts in 
your vicinity, with the colours representing different targets (ships, torpedoes, subs etc). If you have a towed 
array out (a line of listening devices that is towed behind the sub), then the area covered will be greater, but at a 
cost of less overall speed. The second panel down on the right displays the unique signature for each ship in the 
shape of a bar-code. White areas on the display indicate targets that have been hit with an active sound burst, 





giving a positive read-back to the operator but also indicating to the enemy where you are 


of the most impressive facets of the 
game. The sonar is, at its most basic, a 
listening device that picks up the sound 
of anything above or below the sea. As 
it’s a passive receiver, there is no way 
that an enemy can tell whether it has 


sub is likely to pose a threat or from 
what direction a torpedo is coming in 
from. 

As well as a relative bearing, there 
is also a unique sound signature 
displayed depending upon which target 


“ON THE SURFACE, SURVEYING YOUR SURROUNDINGS WITH THE PERISCOPE 
PRESENTS YOU WITH A GREAT SEA PORTRAYAL, COMPLETE WITH SUBTLE 
COLOUR CHANGES AND A WAVE EFFECT THAT HAD ME FEELING A LITTLE 

QUEASY, BUT THE SHIPS THAT CAN BE SEEN LOOK CHUNKY AND ILL DEFINED” 


been detected on your sonar scope. 
The noise of a ship’s or submarine’s 
propeller produces traces that are easily 
picked up, but identifying the contacts 
and moving the submarine into an 
advantageous attack position is a 
different matter. 

The sonar screen is actually three 
instruments that give all the information 
needed to detect, identify and lock up a 
target ready for a missile or torpedo 
launch against it. The large circular 
screen gives an indication of where the 
contact is positioned in relation to you 
and what kind of vessel it is. All the 
sonar returns are colour-coded, allowing 
you to gauge at a glance when another 


is currently being listened to. Now, you 
have two choices here — you can either 
wait until the computer sonar operator 
identifies the target, which takes a while 
but is always correct, or you can ID the 
target yourself going by the sonar 
returns. This is a lot quicker, but are 
you sure that you read the instrument 
right and you are not about to fire upon 
a friendly craft? The last part of the 
sonar display gives you a picture of 
where the contacts are moving in 
relation to your craft, and can be used 
to give you advanced warning should 
the vessel under observation decide to 
change thermal layers and screw up 
your tracking. 


Orders must be followed to the letter, so it’s wise to 
make sure that you know exactly what the Admiralty 
wants from you before sailing off and sinking the first 
ship that you set eyes on 
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As impressive as the sonar is to look 
at and use, it is only one part of a 
system that is used to destroy enemy 
ships. In the weapons room, varying 
types of missiles and torpedoes can be 
loaded up into the relevant tubes and 
directed at any ships that you don’t like 
the look of. Accomplishing this is 
simplicity itself — click on the load and 
flood button, which will place a torpedo 
into a tube and then flood the tube with 
sea water, designate a target and let it 
rip. All of the torpedoes are self homing, 
meaning that after they’ve been fired 
you are free to target another ship and 
launch a second or third torpedo. 

As well as torpedoes you also 
have in your arsenal an array of 
modern missiles (one of which is the 
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and a wave effect that had me feeling a 
little queasy, but the ships that can be 
seen look chunky and ill defined. Even 
below the surface there seems to be 
very little emphasis placed on graphics. 

To help navigate around the sea the 
player can access a 3D first-person 
perspective view of the surrounding 
area, complete with troughs and 
mountainous regions. Using this view it 
is possible to manoeuvre your sub into 
a position whereby the natural terrain 
found on the seabed shields you from 
the unwanted attention of any sonar 
operators. The graphics used to depict 
this subterranean fantasy world could 
have been made to look a lot better. 
Simple mountains shapes don’t really 
give you any idea of where you are in 


“IN A PLANE THE OUTSIDE WORLD PLAYS A VITALLY IMPORTANT 
PART AND THE SENSATION OF SPEED IS DIRECTLY RELATED TO HOW EXCITING 
THE GAME IS. SUB COMMANDERS DON’T HAVE A LOT TO LOOK AT 
FIFTEEN HUNDRED FEET BELOW THE SURFACE OF THE WATER AND 
MAYBE THIS IN ITSELF IS A PROBLEM” 


Tomahawk) which are a lot more 
devastating but require you to fire from 
a depth of no more than 150 feet. This 
gives you less thermal coverage with 
which to hide in, so unless you are sure 
that there are no other possible threats 
around it’s a better tactic to make use of 
the torpedoes and maintain your stealth 
advantage. 

One of the problems with Seawolf is 
that there are no fancy graphical 
touches to be found in the game. Yes, 
the sonar display is excellent, but aside 
from that nice graphics are few and far 
between. On the surface, surveying 
your surroundings with the periscope 
presents you with a great sea portrayal, 
complete with subtle colour changes 





3D space, and even when an enemy 
sub is within a few hundred feet the only 
graphical representation that you get 
are the same symbols found in the top- 
down map view. It would have been 
nice to actually catch a glimpse of your 
enemy, even if it was only for a fleeting 
moment. 

Seawolf is a game that doesn’t quite 
manage to live up to the expectations 
placed on it. All the ingredients are 
there to make it a_ state-of-the-art 
submarine simulation, but in the end the 
playability lets it down. For too long you 
feel like you are playing a strategy 
game as opposed to an exciting 
simulation of modern submarine 
warfare. Maybe attempting to simulate 








The trails that you 
can see indicate 
not only the 
direction of any 
vessels but also 
their speeds. Like 
the ticker-tape 
experiments that 
you used to do in 
physics lessons, 
the further apart 
the dots are, the 
faster the object 
is moving 
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something with so little dynamism 
(relatively speaking) is a bad idea — 
after all, in a plane the outside world 
plays a vitally important part and the 
sensation of speed is directly related 
to how exciting the game is. Sub 
commanders don’t have a lot to look at 
fifteen hundred feet below the surface of 
the water and maybe this in itself is a 
problem. The inclusion of a two-player 
or networked link-up is a good idea 
though, and it does make the whole 
game a lot more challenging knowing 
that the sonar return you’ve just 
received could be a fellow human intent 
on sinking you to the bottom of the sea. 

To sum up, Seawolf is as good as a 
game of this type is going to get. 
Everything has been done correctly, but 
the subject matter lets things down. It 
does have its moments and on the 
whole | enjoyed playing it, but it is never 
going to replace the thrill of zooming 
around the skies in a Falcon or an 
Eagle, dogfighting and dropping bombs 
on the enemy. SCORE K*&*K* 


As most television 
news signals are 
now transmitted 
via satellite, the 
Seawolf can patch 
into the news 
network and 
examine some of 
the reports. If you 
are well on your 
way to completing 
the mission 
successfully then 
all well and good, 
but if things start 
to look bleak, you 
can be sure that 
the newsreader 
will take great 
delight in 
reporting your 
screw-ups to the 
rest of the world 
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Closing date: 1 
May 1994 


The usual 
competition 
rules apply. 








comic 

writer and 

artist Dave 
Gibbons started his career some 21 
years ago, when he realised that 
drawing was of more interest to him 
than his job as a surveyor. Retiring 
early to pursue a career in comics, 
Gibbons started out with Quest AD 
2130, but his first work published 
was actually a short series called 
Powerman. Much of Gibbons’ work 
has appeared in 2000AD, including 
numerous Rogue Trooper strips as well 


as creating a Doctor Who series for 
Marvel UK. 

In 1982 he started working for DC 
Comics and it was there that he co- 
created the award-winning Watchmen 
with Alan Moore. Since then he has 
discovered the word processor and has 
written stories for Fleetway’s Rogue 
Trooper and DC’s World’s Finest. Now 
he has teamed up with developer 
Revolution Software and _ created 
Beneath a Steel Sky, thus expanding 
his talents from paper to pixels. 

Reviewed in issue three of PC 
Player, Beneath a Steel Sky (BASS) 
scored a well-deserved four stars, rating 
it above many of the other point-and- 
click adventures around. Dave Gibbons’ 
unique style of writing and art adds 
mood and atmosphere to an already 
outstanding game. 

To tie in with the release of Beneath 
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a Steel Sky, Virgin has pestered Dave 
Gibbons for 10 signed copies of Give 
Me Liberty and Watchmen. You can win 
one of these sought after prizes just by 
answering the following questions: 

1. NAME THE INNOVATIVE GAME 
SYSTEM USED IN BENEATH A STEEL 
SKY. 

2. WHICH DEVELOPMENT TEAM 
COLLABORATED WITH DAVE GIBBONS 
ON BENEATH A STEEL SKY? 

3. NAME ANY THREE COMIC 
STRIPS/GRAPHIC NOVELS GIBBONS 
HAS WORKED ON. 
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LASER SQUAD. 




















Sabre Team 


Krisalis 


Dos 5.0 Min, 2Mb RAM, 386, VGA, 
10Mb Hard Disk Space, Mouse 


SUPPORTS 


Soundblaster, AdLib, Roland LAPC-1 Sound Cards 











the last 18 months all has been 

quiet on the Krisalis front. Not so 

much as a budget game has 
spawned from its loins, but things have 
been brewing steadily. After nearly two 
years of celibacy, Krisalis is about to 
give birth to triplets. The first to see the 
shining light of day is Sabre Team, a 
strategy-based title that delves into the 
gung-ho action of the SAS and pulls out 
a game brimming with guns, killing and, 
erm, guns. 

Sabre Team is like a_ pixelised 
board-game. On every turn, each of the 
soldiers has the chance to move and 
fire, then it’s over to the opposing side 
which has the same options. All very 


WHO DARES WINS IN KRISALIS’ 


TOPICAL BIG BROTHER OF THE 
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ABRE TEAM 


missions in which the SAS must deal 
with terrorist attacks. Apparently any 
likeness to real-life situations is purely 
coincidental...yeah right. © Anyone 
remember the boys in black raiding the 
embassy in London? OK, so this time 
it’s the American embassy rather than 
the Iranian but similarities are definitely 
present. Krisalis has also incorporated 
many of what are believed to be SAS 
standards, like the four-man Sabre 
Teams and also a lot of the weapons 
and equipment available to the Special 
Air Service. 

Unlike territorial army soldiers, SAS 
troops aren’t easy to recruit. They are 
the cream of the crop, the elite of the 


“SABRE TEAM IS LIKE A PIXELISED BOARD-GAME. ON EVERY TURN, EACH OF 
THE SOLDIERS HAS THE CHANCE TO MOVE AND FIRE, THEN IT’S OVER TO THE 
OPPOSING SIDE WHICH HAS THE SAME OPTIONS” 


simple I’m glad to say, as there is no 
rolling of dice and all results are worked 


out by the computer. 


The game consists of five fictional 


elite. Soldiers must endure years of 
training, both physical and mental, 
before they are ready to face many of 
the terrorist situations dealt with by the 





The entire Sabre Team consists of eight trained SAS 
troops. These must last throughout all five missions 
so don’t go hoping for reinforcements. Any 
combination of soldiers can be picked but there is a 
limit of four troops per mission 


SAS. That’s why you only get eight 
soldiers to play with in Sabre Team. 
These few must last through all five 
missions and each one specialises in a 
different field of expertise. Lose a single 
soldier and the entire team could suffer 
so it’s vital that they work as a team and 
cover each others’ backs. 

Each Sabre Team attack force is 
comprised of a maximum of four 
soldiers, picked from the pool of eight. 
Clicking on the character portrait reveals 
a health summary, which rates abilities 
like intelligence, marksmanship and 
stamina as a percentage. All start in tip- 
top condition but obviously some are 
better at certain skills than others so it’s 
vital that the skills balance out across 
the team. 

With all troops signed on and ready 
to go, the supply room is the next port of 
call. Like the soldiers, weapons and 
equipment are in limited supply. Initially 
the soldiers are spoilt for choice with 
racks of sub-machine-guns and high- 
powered rifles to pick from. Ammunition 
is also there in abundance along with a 
few respirators, bullet-proof vests and 
gas grenades. While weapons and flak 
jackets can be used over and over 
again, ammunition supplies soon run 
dry. The obvious way of replenishing 
stocks is to steal the equipment off any 
dead terrorists the team kill — not exactly 
moralistic I’m sure you'll agree but 
without bullets guns are useless. 

Each of the SAS soldiers can carry 
up to eight items of equipment. 
Weapons, flak jackets, medical kits and 
respirators take up a whole slot each, 
while ammunition and grenades only 
take up a single slot no matter how 
many cartridges you carry. 

The first mission is the Embassy 
Siege. Starting outside, the team can be 
placed in any way you see fit, providing 
all begin on the highlighted drop-zone 





Each soldier specialises in a different field of 
expertise so it’s advisable to make sure you’ve got a 
well-balanced team before you start. Each individual 
is rated for marksmanship, stamina, intelligence and 
strength 


SABRE TEAM 





After picking the soldiers for the next mission, visit 
the supply room for weapons and equipment. 
Supplies are limited so use what you have sparingly 
but always keep in mind that equipment can be taken 
from both enemy and friendly wounded soldiers 


GREEN BERETS acy 


squares. The obvious choice is to place 
them nearest the entrance to the 
building as action points aren’t wasted 
just to walk up to the door. Once all of 
the troops have been dispersed, the 
icon box appears at the bottom of the 
screen with the action screen just 
above. There are two screen set-ups for 
Sabre Team, either full or scrolling 
screen. The latter is probably best for 
slower machines, but full screen is the 


and then get blown away because a 
bullet wasn’t chambered. 

Each action uses up a different 
number of points depending on difficulty. 
Turning on the spot is simple so it only 
takes a single point, walking is more 
energetic and uses up four points, while 
aiming and firing a gun uses up six 
action points. Not all of the team’s action 
points have to be used in their turn — 
some can be carried over into their 


"MANY ROOKIE COMMANDERS WILL WANDER INTO THE EMBASSY 
THINKING THEIR GUNS ARE LOADED AND THEN GET BLOWN AWAY 
BECAUSE A BULLET WASN’T CHAMBERED” 


easiest to use. 

Each soldier has action points with 
which to perform actions. Everything 
takes action points, even if it’s just 
turning on the spot or loading a gun. 
These deplete every time the soldier 
does something until finally they reach 
zero and he can do nothing more that 
turn. The number of points a troop gets 
depends on both health and the amount 
of equipment carried. The more weighed 
down they are, the less they can move. 

The primary action to perform is not 
walking, but loading a weapon. This is a 
sneaky move by Krisalis because many 
rookie commanders will wander into the 
embassy thinking their guns are loaded 


mien 





Before the mission begins you are briefed by your 
commanding officer. Listen carefully to his advice 
and the primary mission objectives 





opponent phase so they can use them 
for the opportunity move. This move is 
basically leaving the troops on 
overwatch, waiting for the enemy to 
show themselves. As soon as one 
appears, you have spare action points to 
shoot them. 

Apart from obvious actions like 
walking and shooting, soldiers can pick 
up and drop items, open and close 
doors and use grenades. A grenade 
must be primed before it is thrown, 
otherwise it won’t explode. However, 
pulling the pin takes points so make 
sure you have enough remaining to 
throw the grenade, otherwise it will 
detonate in your hand! > 






Although the map can be incredibly useful, it uses up 
a lot of action points to view the entire area. It 
doesn’t reveal the position of the enemy either 
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When a target 
appears in an 
adjacent room you 
only see the 
soldier rather than 
revealing the 
whole room. 
Enemies are only 
visible when they 
are in the line of 
sight of any of 
your Sabre Team 
members 
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» Aside from carefully aiming and firing 
strafe. Although inaccurate, it is perfect 
confined space. 


of moving — just click the cursor where 


well as blueprints of the battle scene, 


and enable you to end your turn and : 
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switch over to your opponent’s go. 
Seconds later the computer’s turn is 
over and the action switches back to 
your team and so on. 

As previously mentioned, the game 


actually drag it down. 


That’s not to say the game is : 
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2 ‘ : Four computer terminals 
Team was a problem with the line of : 


sight. Now | know Krisalis decided to : 


opt for realism but | think it sacrificed a i 
bit of gameplay in the process. The ; base. All four consoles 
soldiers can’t actually shoot or see the : raclahemcrined 
enemy unless they are directly facing i three times each, Once 


them — | found this odd as most people : ¢he machines have been 
: eliminated, make sure all 
and therefore the troops in the game : 
: are air-lifted to safety 
even more so because surely the SAS : 

are trained to be aware of their : 

: R: 
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: Under Siege Deja Vu 

: terrorists hijack an ocean 


completely perfect though. One of the 
main problems | encountered in Sabre 


have got a 180 degree field of vision 
should have been able to see more, 
surroundings. Another gripe | have is 


that | think there should have been a 
couple more missions — five isn’t many, 


although the limited troops and supplies : 
: course. Innocent 

i passengers and crew have 
: been taken hostages, 

: leaving the SAS no other 

: option but to board the 
troop : 
rough and the : 
scrolling isn’t particularly smooth but the : 
static shots and in-game graphics are : 
both clear and well-drawn. The sound is : 
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: As in mission three, four 


obviously make the game a lot harder. 
Visually, Sabre Team is fairly good. 
While far from stunning it is easily 
comparable to most other strategy 
games...if not better. The 
animation is a_ bit 


OK, with the crisp voice-overs that 
accompany the action and the briefing 
screens being the audio highlight. 


Probably the best thing about Sabre : 
: this missile manufacturing 
; f : plant have been encoded 

which, compared to the £45 price tag of with the secret launch 


many other PC products, is a bargain. : passwords. All of the 


Because it’s cheap it doesn’t means it’s : machines must be 
: destroyed (again with a 
value for money and it’s achieved this. : 
i each), then the Sabre 
many other, more expensive strategy : Team members must be 
: guided to safety 


Team is the price. It’s only £29.99 


nasty — Krisalis is simply trying to offer 
This is highly-enjoyable and better than 


SCORE KA KK 


games available. 








! firing PMBASA, See 
a weapon, there is also the option to : Terrorists have taken control 
: of the American embassy in 


for attacking two or more enemies in a : {London and are holding four 


: people. To complete this 
The go-to icon is the easiest method : 
: safety or kill all the 

: terrorists, leaving the police 


you want the soldier to move to and he'll : 


find the shortest route there. If he runs : ‘collect the hostages. All 
f aciion points along the way hat | “2 eee 
out oF ae B ang y : rescued — a minimum of three 
simply stop. The remaining icons open : are required to complete the 


up statistic boxes on player status as i 


mission guide the captives to 


mission 


Situated within the prisoner 


: of war camp are four 

: hostages. A minimum of 

: three need to be found and 
is entirely icon driven and is therefore : 


easy to pick up and play, even if itis a : 
little on the slow side. The go-to icon : yoion ia en are 
makes movement quick and simple and : mia Npisied dai tua 
actions like pick up and firing are all : members back to friendly 


basic and take little time to master. In all i 
the control method is good, with little to : 


guided to safety to the air- 
lift drop-zone just outside 


territory 


containing missile launch 
codes are located within 
this underground military 


surviving team members 


liner and have altered its 


ship and eliminate all the 
terrorists. The mission will 
end when the last enemy 
soldier has been shot 


computer terminals inside 


minimum of three bullets 
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Magic Pockets .. £27.99 
Man United Prem £21.99 
Mavis Beacon Typing £32.99 
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Mercenaries .. Space Quest V . £27.99 
Millenium .. Spaceward Ho! . £32.99 
Miracle Piano See of Destiny . £27.99 
pomes pane " Speedracer ... £27.99 
Spelicasting 301 £24,99 
Spelljammer . £24.99 
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SSN-21 Seawolf *.. 
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Star Legions 
Starlord ... 
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Islands Mission Disk *£16.99 
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£27.99 Terminator 2029 
£27.99 Terminator : Operé 
£27.99 Tetris/Seven Colours . . 
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£27.99 The Lost Vikings . £24.99 
£27.99 Theme Park* . £3299 
£24.99 The Settlers . . £27.99 
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of the Beholder 


Grand Prix Unlimited 
Gunboat .. 


. £9.99 Hardball .. 
£11.99 Hardball 3.0 
£11.99 Hard Drivin 2 
£16.99 Hard Nova 


£12.99 
£9.99 Populas + on: Lands Rin 
£7.99 EONerR OTe 1.99 
£9.99 Prince of 
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. £8.99 Hoyles £12.99 Pi 
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4 J. 

10.99 J Nicklaus Golf . 
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ale a9 Knights of the Sky. 
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£9.99 ep Rac Rally 
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£7.99 Magic Candle Il 

£10.99 Maniac Mansion 


- £6.99 
£9.99 Super Space Invaders* £7.99 
£7.99 Termiaetor th. Er 

£11.99 Test Drive Il The Duel .. 
£8.99 The Immortal ... #0 
£9.99 Thier Finest Hour .. 


. £7.99 Mega Lo Mania 
. £7.99 Mega Phoenix 
. £7.99 Midwinter 

. £9.99 Midwinter II 
£13.99 Mig 29 Fulcrum 
£13.99 M. Ditka Football *. 
£13.99 Moonwalker 
£13.99. Monkey Island 
£11.99 Murder 

. £9.99 North an 

« £8.99 Operation Harri 
£10.99 Operation Stealth . 
£14.99 Panza Kick Boxing 
£11.99 Passing She 

. £9.99 Pictionary ... 


SOCCER STARS 
only £16.99 
Kick Off Il, Microprose Soccer, 
‘and World Cham pionship Soccer 


GOLDEN SEVEN 
CD only £37.99 
Sargon V, Shanghai 2, Heat of China, 
Red Baron, Kings Quest V, Leisuresut 
Lanty V, and Grest Courts 2 


ACTION SIXTEEN 
3.5" £23,99CD £21.99 
Falcon, Stunt Driver, Tank, 
and Flight of the Intruder 


COMBAT CLASSICS Il* 
only £24.99 
F19 Steatth Fighter, Silent Service Il 
& Paciic Islands 


SPORTS MASTERS 
only £23.99 
PGA Tour Goff, Indy 500, 
Advantage Tennis, and European 
Championship 92 


COMBAT CLASSICS 
only £24.99 
F145 Strike Eagle ll, 
688 Atack Sub, Team Yankee 





SPACE LEGENDS 
only £24.99 
Wing Commander, Elite + 
and Megatravelier | 


LORDS OF POWER 
only £27.99 
Silent Service 2, Red Baron, Railroad 
Tycoon, and The Perfect General 





UMS, UMS2 Nations at War, UMS 2 Planet 


UMS COMPILATION ANIMATION CLASSICS 
only £27.99 only £32.99 
Dragon's Lair Il, Space Ace 
and Wrath of the Demon 


BITMAP BROTHERS VOL 1 


only £21.99 
Xenon, C , Speedball Il 


Editor, UMS Scenario, UMS 2 Scenarios 


AWARD WINNERS only £21.99 
‘Space Ace, Kick Off Il, 


PipeMania, and Populous 





NAPOLEONICS 
3.5 £24,99 CD ROM £27.99 
Waterloo, Borodino and Waterloo 


INTERPLAY 10TH ANNIVERSAR 
CD only £39.99 
Bard's Tale, Star Trek 25th Anniversary, 
Battlechess, Dragon Wars, Castles, Lord 
of the Rings, Wasteland, Out of this World, 
Mindshadow and Tass Times 


THE GREATEST 
3.5' £27.99 CD Rom £32.99 
Lure of the Tem ptress, Dune and Shuttle 


AMERICAN ALLSTARS 
only £27.99 
American Gladiators, NFL, Top Gun 
Dangerzone, and Bill Elliott's Nascar 
Challenge 
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1994 Catalogue now available 
call for your copy! 
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ADI Junior Reading (6-7) .. Mario Teaches Words 
ADI Maths (13/14, 1313 e Mario's Time Machine 
ADI Maths (11/12, 12/13} Merlins Maths .. 
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From this screen new ships can be constructed, providing the materials 
needed to build them are stored in the warehouse. Existing boats can be 
assessed for damage and repaired if needs be 


LOOKING FOR AN INTRIGUING COCKTAIL OF 










TRADING, BRIBERY AND CUTTHROAT 
EXPLOITATION WITH A NAUTICAL TWIST? 


THEN TURN THE PAGE... 


CIAN 


Visually, The Patrician is far from PRODUCT 
outstanding. Throughout the game there 
are little more than a few static screens 





The Patrician 








—= > 


7 face it, CD-ROM has_ great 
potential, although you wouldn't 
think so if The Patrician was the 


only game bundled with the drive. As a 
floppy release Patrician would have 
been acceptable but on CD? Don’t 
make me laugh. Initially it was released 
on disk about six months ago but now 
we have a so-called ‘enhanced’ CD 
version boasting 10 new animated 
sequences and 25 minutes of stereo 
soundtrack. | can hardly wait... 

The Patrician is a seafaring trading 
game set in 14th century Europe. Up to 
four players can make their bid to reign 
over the seas in either a full or quick 
game, the difference between the two 
simply being that the short game 
awards big cash instantly while in the 
drawn-out full version it takes longer to 
build up your empire. 





This spacious first-floor flat is perfect for the small 
businessman, with plenty of desk space for 
paperwork and the odd abacus. The walls are covered 
with plush Laura Ashley print while the solid oak 
floorboards are covered deep shag fitted carpets 


which change colour slightly depending 
on which seaport your ship is anchored 
in. OK, they’re quite nicely drawn and 
often colourful, but they’re not up to the 
standard we’ve quite rightly come to 
expect from the CD-ROM. Oh, don’t 
forget the 10 new animated sequences 
either — they’re all right, but I’ve seen 
better. 

Then there’s the sound. We’re 
talking about a CD game here and one 
thing you can usually rely on in a CD 
product is excellent audio, but once 
again this game fails to impress. The 
music is slightly moody and the spot 
sound effects are, erm, very spotty — the 
odd seagull squawk and the ripples of 
the tide as it washes against the shore, 
that sort of thing. 

As for the game itself, well don’t get 
too excited. While the prospect of 
sailing around Europe buying and 
selling goods to make money may 





SOFTWARE HOUSE 


REQUIREMENTS 





Dos 5.0 Min, 4Mb Ram, 386SX, VGA, 
6Mb Hard Disk Space, CD-ROM Drive, MSCDEX 2.1 Min 


SUPPORTS 


Soundblaster Sound Cards 





coming into money, and don’t forget the 
moneylender either, who is all too 
willing to raise the interest rates when 
you want cash fast. It’s also a good idea 
to get ahead in politics by giving the 
people what they want, namely a huge 
beerfest with wine, women and, erm, 
whale meat. 

So, The Patrician is a_ blend 
of trading, bribery and_ cutthroat 


"THE PATRICIAN IS A BLEND OF TRADING, BRIBERY AND CUTTHROAT 
EXPLOITATION. THIS MAY SOUND INTRIGUING, BUT BELIEVE ME, IT ISN’T. FOR 
FORTY QUID WHAT YOU’RE BASICALLY GETTING IS AN OUTDATED, LOW-RATED 

STRATEGY GAME THAT WOULD BE MORE AT HOME ON THE AMIGA” 


sound initially appealing, the excitement 
wears Off all too soon. Trading is not the 
entire game though — there’s plenty 
more to do. There’s always the option of 
building your dream boat or maybe 
nipping into the chapel for a quick 
Sunday service or even to get married. 
Yep, marriage is an excellent way of 





& FE 

This is the town square. The building on the left is the 
public baths with the printers situated next door. On 
the right is the church but don’t bother going there 
unless you want to make a donation to the poor (pah) 
or get married (yeah, right) 





exploitation. This may sound intriguing, 
but believe me, it isn’t. For forty quid 
what you’re basically getting is an 
outdated, low-rated strategy game that 
would be more at home on the Amiga 
rather than on the PC CD-ROM. Not 
only is it a waste of money, it’s also a 
waste of the medium. SCORE * 





(6078 thaler would be good 


Take a leaf out of many a politician’s book and get to 
the top the easy way — by bribery (allegedly). Council 
officials don’t come cheap though, and for some 
reason you'll only find them lurking in the baths with 
a scantily-clad girl draped over them 


Superb Reasons 


To join Special Reserve 


TURN TO PAGES 30 & 31, PLUS PAGES 94 & 95 FOR HUNDREDS MORE REASONS TO JOIN SPECIAL RESERVE 
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FULE'MOTION VIDEO ADAPTOR & 
VIDEO ¢D'S NOW AVAILABLE 








EXTRA (D32 
CONTROL PAD 
16.99 





Special Reserve is a discount club. Membership from £4.00. = 
NRG - 48 page bi-monthly colour magazine sent to every member 


There's no obligation to buy and you can be any age. 


OPEN 10am til 8pm Seven Days a Week! 
You can also Fax your order to us on: 0279 726842 
Club Address: PO Box 847, Harlow. CM21 9PH All prices include VAT and carriage to UK mainland. We supply hardware only to UK mainland addresses. 





We pride ourselves on our after-sales service. (18 customer service lines) Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to check availability before ordering. In the event of delay we issue refunds on request at 

any time prior to despatch. We reserve the right to change prices and offers without prior notification. E.& 0.£. Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 

We only supply official UK products. Official suppliers of all leading brands, We sell games and podidety all at amazing prices for Megadrive, Master System, Game Gear, Super NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 4.3.94 
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To start things off, 
a set of colours 
must be decided 
upon. As the 
Arctic islands are 
the choice of 
scenario, the 
snowy wastes 
must be 
simulated. Taking 
the lowest area of 
the land as a 
starting point, this 
was coloured an 
off-white to 
recreate the dirty 
snow found on the 
ground. As the 
altitude 
increases, the 
snow becomes 
purer which 
results ina 
brighter white 
being seen. All 
that you really 
have to do is set 
the lowest and 
highest points and 
click on the 
spread button. 
The FST will then 
work out the 
correct graduation 
of colour which 
saves you a lot of 
time and effort, 
and gives the 
landscape a better 
overall 
appearance 
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can be few 
programs 
released over 


the past year or so that have had such a 
profound impact on the genre they slot 
into. Of the ones that | can think of off 
the top of my head there’s Alone in the 
Dark with its breathtaking graphics and 
superbly atmospheric play. More 
recently came Flight Sim Toolkit by 
Domark — seemingly overnight, the 
whole idea that the flight sim was 
nothing more than either navigating 
around a dull landscape or attempting 
generic combat missions was turned 
upside down. Here was a program that 


to all intents and purposes, gave you a 
free reign over what to fly, where to fly it 
and what to do with it once you were up 
there. It was a creation tool that was 
only limited by the user’s imagination. 

















DOMARK SET A NEW STANDARD LAST YEAR WITH THE RELEASE OF FST. 


IN THIS, THE FIRST OF WHAT WILL HOPEFULLY BECOME SOMETHING OF 


A REGULAR(ISH) FEATURE IN PC PLAYER, SOME OF ITS INCREDIBLE 


DESIGN MODULES ARE EXAMINED MORE CLOSELY. 


UNEASHIN 


Could this be the start of something big? 
Well, quite possibly but only as long as 
you managed to get to grips with some 
of the quite powerful and, it has to be 
said, complicated utilities that were on 
offer as far as creation went. 

What this feature hopes to do is 
shed some light on the various facets of 





allowing other players to experience 
your idea of a perfect flight/combat sim. 
The first thing to do is to decide ona 
scenario. For the purpose of this article, 
it's 1980. A Soviet spy has stolen a U2 
spy plane and all that stands between 
him and a life without bread and 
potatoes in the Motherland is a lone 


"WHAT THIS FEATURE HOPES TO DO IS SHED SOME LIGHT ON THE 
VARIOUS FACETS OF FST, GIVING YOU AN INSIGHT INTO HOW BEST TO 
USE THE TOOLS AVAILABLE TO CREATE SOMETHING THAT WILL BE BOTH 

AESTHETICALLY PLEASING AND A CHALLENGE” 


FST, giving you an insight into how best 
to use the tools available to create 
something that will be both aesthetically 
pleasing and a challenge. Remember, 
the scenarios that are created with 
the program can be _ distributed 
independently of the main module, 
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F/A-18 pilot, warming up his aircraft on 
the runway. As well as the U2, US 
military intelligence (a contradiction in 
terms?) has noted a build-up of trawlers 
in the Aleutian island chain, and has 
pegged them as spy and missile boats. 
At this rate, the Hornet risks getting a 
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things. After overlaying various 





0.00M Rotate about Y axis 








Level 0 (5000M) Polygon count = 6 


: Cet ett 


Before anything else is even 
thought of, the main fuselage body 
is laid down — it consists of nothing 
more than a rectangle extended 
into a 3D cuboid plus a few other 


other polygons onto it, the 
appearance can be altered 


Using the ‘create tetras’ command, 
the fuselage is given a slightly softer 
appearance. By making use of the 
differing scales that the edit grid can 
be set to, it is possible to set the 


drastically height that the overlaid polygons will 
extrude to on the fuselage. This is 
yet another feature which makes the 


shape editor so powerful 
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SAM up his tailpipe before even seeing 
the stolen aircraft. Added to this is the 
appearance of a few Soviet cruisers and 
an aircraft carrier. It’s going to be a long 
night. 

The mission is therefore twofold; to 
destroy the outbound U2 and any other 
aircraft that pose a threat, and disable 
the missile boats before they can get a 
shot off. Armed with four HARMs, four 
Sidewinders and 2,000 cannon rounds, 
that shouldn’t be too difficult. Should it? 

To create this scenario, the following 
need to be used: 1. The colour editor to 
create the correct colours for the islands; 
2. A shape for the U2 spy plane created 


difficult and time consuming, why not 
make use of the large clip-art 
library and copy across to the new 
project the following objects; 

A18.FSD, AIRHANG.FSD, 
TOWER.FSD, TRAWLER.FSD, 
KIDD.FSD, MIMITZ.FSD, RAPIER.FSD, 
ZSU-57.FSD, SU-25.FSD and 
TUG.FSD. 

You may also want to copy across 
the .WAV files for the sound effects, 
although some of these will be changed 
later. 

Starting with the colour editor, it’s 
time to match the colours to the 
environment. Open the default colour file 


"GETTING TO GRIPS WITH THE SHAPE EDITOR IS A DAUNTING PROSPECT AND, 
UNLESS YOU HAVE HAD EXPERIENCE WITH CAD SYSTEMS BEFORE, IS WORTH 
PRACTISING ON UNTIL YOU GET USED TO THE WAY THAT THINGS WORK” 


with the shape editor; 3. A cockpit for the 
F/A-18 including flight models for both 
the F/A-18 and the U2; 4. Sound effects; 
and 5. The terrain over which the 
scenario will take place. In_ this 
instalment, the colour palette and the 
shapes will be taken care of, with later 
articles concentrating on the other 
aspects of the sim. 

First, open a new project and call it 
COLDWAR. As creating shapes is both 
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(COLS.FSD) and here you will see the 
sky as a common shade of blue, with 
two different gradients blending into the 
horizon and the sea. The ground also 
features gradual colour shading, albeit in 
green. Leave the sky as it is and 
concentrate on the land colour. 

As the simulation is taking place over 
Arctic islands, the landscape should be 
coloured accordingly. Click on the top- 
left box of the ground columns (the 









lowest point), and alter the land to grey, 
with the highest point being depicted in 
pure white (255, 255, 255). Looks a little 
unbalanced doesn’t it? No problem. 
Make use of the ‘spread’ command, and 
the whole colour scheme will be blended 
into something that looks a lot more 
realistic. This will cause the low points of 
the land to be coloured in grey, with 
everything above that being tinted with a 
pure white up to the highest point. 

The next step in the creation process 
is possibly the most tricky. Getting to 
grips with the shape editor is a daunting 
prospect and, unless you have had 
experience with CAD systems before, is 
worth practising on until you get used to 
the way that things work. 

The first step in creating the U2 is to 
define the fuselage. Using the ‘create 
cuboid’ tool, define a box 18 metres in 
length by two metres in width. It is 
important at this stage to remember to 
define points of the polygons you are 
going to create in a clockwise direction, 
because this will tell the program which 
face of the shape is going to be viewed 
in the FST world. As the grid is set 
at one metre, the box will be 
18m x 2m x 1m. > 
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Fitting the wings 
to the aircraft is 
where it starts to 
get a little easier. 
A simple cuboid 
shaped into a 
long, wing-like 
shape is fitted 
into position at a 
point on the 
fuselage. By 
making use of the 
different views 
and the 3D viewer, 
it is important to 
make sure that the 
wings are 
positioned 
correctly in all 
three planes and 
that the polygons 
are all visible. 
After one wing has 
been created, 
simply copying it 
and flipping the 
Copy will present 
you with another 
usable wing. Don’t 
forget to place it 
in the correct 
position and use 
all the views 
available to make 
sure that it is 
symmetrical 
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The tail sections 
are very similar to 
the wings with 
regard to fitting. 
The same rules 
have to be 
observed to make 
sure that 
everything is 
placed in the 
correct plane and 
at the correct 
position. Again, 
the ‘copy’, ‘paste’ 
and ‘flip’ 
commands can 
save an awful lot 
of fussing about 
creating two 
identical 
elevators, when 
only one original 
is really needed 


The cockpit 
presented the 
most difficult part 
of attempting to 
produce a 
reasonable- 
looking aircraft. | 
discovered that 
the best way was 
to use two cuboids 
— one for the rear 
part of the 
fuselage and one 
for the actual 
cockpit itself - 
and slope the ends 
of the boxes down 
to their respective 
positions. Looking 
from the back this 
made the fuselage 
look as though it 
flowed into the 
body of the plane, 
and the cockpit 
had the slope it 
needed to appear 
as though it was a 
viewing window to 
the pilot. Coupled 
with the colouring 
used on the 
finished plane, it 
is actually quite a 
pleasing effect 
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» To pad it out slightly, alter the plane of 
the grid so that it is slicing the fuselage in 
half longways. Select a single polygon 
and extend it one metre in the relevant 
direction. The box should now be 18m x 
2m x 2m. The shape now needs to be 
rounded off, and to do this we will make 
use of the ‘enter tetra’ tool. Change the 
grid size to 0.5 metres and define a tetra 
on each of the four sides of the fuselage. 
This will have the effect of smoothing the 
lines out and making the box appear 
rounded. To save time, the ‘copy’, ‘paste’ 
and ‘select object’ commands can be 
used to simply duplicate the tetras that 
you need. 

Once the tetras have been added, 
you can start with the wings and the tail. 
To give the wings some thickness, set 
the grid to 0.25 metres. Use the ‘cuboid’ 
tool to define them, making them long 
and relatively thin. As soon as one wing 
is done, it is a simple matter to copy it to 
the other side, using the commands 
outlined earlier. The tail can be created 










in the same manner, making sure that 
both the wings and the tail sections line 
up in all three dimensions — use the 
‘view’ tool liberally for this function. 

For the engine shape at the back, it is 
necessary to change the grid back to one 
metre because that is the scale which 
the fuselage was created in. Move the 
editing grid to the back of the plane, and 
create a block using the ‘cuboid’ tool. To 
get a cone shape, the four outside points 
of the cube (those that face away from 
the aircraft) need to be moved towards 
the centre. Change the scale to 0.25 
metres and move them in such a way 
that a cone shape is achieved. 

The final part of the procedure is 
creating the cockpit. After much trial and 
error, I’ve found that the easiest way to 
go about doing this is to create two 
cuboid shapes on the back of the original 
fuselage, with a thickness of about 0.5 
metres (remember to change the scale of 
the grid for this). The back cube should 
be about seven or eight metres long, and 






The engine at the back of the aircraft isa 
cuboid with four of its points brought 
toward the centre of the outline square. 
To produce this sounds rather 
complicated at first, but as soon as you 
see what you have to do it becomes 
simply a matter of placing the edit grid in 
the correct plane and altering the position 
of the four corners of the cuboid 











cube down towards the nose of aircraft. 
Don’t make the angle too steep as it 
should slope gradually. The larger rear 
cube should also be sloped in a similar 
manner, angled towards the tail section, 
thus giving the appearance that the 
cockpit is part of the overall design of the 
plane. 

The final thing to sort out with 
regards to designing the aircraft is to 
colour it. There are no rules here, but it is 
advisable to make the actual cockpit 
canopy turquoise so that it stands out 
well from the rest of the aircraft. Apart 
from that, it’s up to you and your sense 
of taste. 

The airplane designed in FST takes 
its basic shape from the U2, but in the 
end the authenticity of the design 
depends upon how adept you are at 
using the shape editor and how much 
time you have to spend on actually 
creating a realistic-looking aircraft. Some 
stunning results can be obtained (just 
take a look at some of the objects 
contained in the clip-art library) but to 
actually create anything like that is going 
to require a lot of work. 

For now, | am pleased with the way 
my U2 copy has turned out and, 


"| AM PLEASED WITH THE WAY MY U2 COPY HAS TURNED OUT AND, 
HOPEFULLY, IT HAS GIVEN SOME SORT OF GROUNDING TO THE JET JOCKEYS 
OUT THERE WHO WOULD OTHERWISE JUST SPEND THEIR TIME FLYING PRE- 
BUILT AIRCRAFT AROUND PRE-SCULPTED LANDSCAPES” 


start from just behind where you want the 
cockpit canopy to appear. The front cube 
is going to be the canopy, so it should be 
smaller, perhaps only one or two metres 
long. 

To get the sloping canopy look, bring 
the top two points of the smaller, front 


hopefully, it has given some sort of 
grounding to the jet jockeys out there 
who would otherwise just spend their 
time flying pre-built aircraft around pre- 
sculpted landscapes. Next month, the 
cockpit editor and flight model editor 
come under the spotlight. val 
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READER AW 


issue four of PC Player we invited you to send in your 
BING nominations for the PC Player/Special Reserve Reader 

Awards 1994. Your entries arrived in their droves and 
the results are as follows: 


BEST GAME OVERALL 
X-WING = US GOLD/LUCASARTS 
LucasArts’ superlative futuristic combat simulator took 14 per cent 
of the entire vote, just pipping joint runners-up Frontier; Elite II 
and the atmospheric 3D blaster Doom — collecting 13 per cent of 
the vote each. 


BEST SIMULATION 
TFX = OCEAN 
This category was pretty close, even up until the last votes were 
cast. TFX took 23 per cent of the vote, with Virgin’s incredible 
IndyCar Racing just being pipped at the post with 20 per cent. 
LucasArts’ X-Wing and Digital Integration’s Tornado both did well 
in this category too. 


BEST ROLE-PLAYING GAME 

ULTIMA UNDERWORLD Ii - ELECTRONIC ARTS/ORIGIN 
A clear winner (and one that we initially suspected was ineligible 
until we checked release dates) — Origin’s 3D role-player took a 
whopping 39 per cent of the overall vote. Infogrames’ Alone in the 
Dark, the nearest competitor to the throne, managed only 13 per 
cent of the vote, clearly demonstrating Ultima Underworld Il’s 
superiority in this category. 


BEST ADVENTURE GAME 
DAY OF THE TENTACLE - US GOLD/LUCASARTS 

A tense race to the finishing line with this battle of the giants — the 
best two adventures on the PC, fighting for the title! The lead 
changed hands regularly before Tentacle finally made the 
stronger finish of the two. Day of the Tentacle took 40 per cent of 
the vote while Sam & Max Hit the Road came in with 33 per cent. 
Closely fought, as I’m sure you can see. 


BEST STRATEGY GAME 
SYNDICATE = ELECTRONIC ARTS/BULLFROG PRODUCTIONS LTD 
While Frontier; Elite 1] and Dune 2 put up a brave fight, it was 
Syndicate that was to emerge victorious in the strategy section 
with 20 per cent of the overall vote. More titles were voted for in 
this category than any other, splitting votes more evenly. 


STATE-OF-THE-ART AWARD 
DOOM - ID SOFTWARE 
Three titles shared the runner-up position with 13 per cent of the 
vote each! The latest orgy of destruction from id Software 
obviously made its impression and remained strong in the face of 
tough competition — 14 per cent of the vote ensured victory. 


So there you have it! Congratulations to all the winners and thank 
you to all the people who sent in their votes. 

One lucky entrant pulled from the mountain of entries also 
walks away with 10 of the best games of all time, courtesy of the 
generous guys and gals at Special Reserve. The winner is Paul 
Barker of Romford in Essex, so congratulations go to you. Lig 
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WITH CD-ROM DRIVES BECOMING EVER MORE POPULAR, 
SOFTWARE PRODUCERS ARE FALLING OVER THEMSELVES TO 
PRODUCE SOMETHING THAT CAN TRULY BE CALLED ‘AN 


INTERACTIVE MOVIE’. DOES IRON HELIX FIT THIS BILL? 


HELIX 





The obligatory intro sequence, detailing how the 
ship got into this kind of trouble in the first place 





the advent of the CD-ROM, games 

have gradually become a lot better 

to look at. Invariably making use of 
the SVGA standard, the graphics seen 
in these games have become crisp, 
clean and immensely detailed. As the 
format becomes more popular, the 
floppy disk will die in the same way that 
computer tapes did in the early ’80s. It’s 
a fact of life and there is nothing that 
can be done about it. 

The one thing that worries a lot of 
people though is the quality of the 
gameplay in these new super games. 
The efforts so far (including the pretty, 
but ultimately dull The 7th Guest) have 
made up for little or no gameplay by 
having as many fancy graphical touches 


in an orgy of bright explosions and 
mythical loud bangs (no atmosphere 
means no sound. Star Wars sure 
screwed up there!). 

As the weapon is a new biological 
strain, the only way that things can be 
brought to a halt is to send aboard a 
simple droid. The Darwin is used for 
nothing more than examining new 
species and collecting samples, so it 
possesses no weapons. Using this 
droid, it’s up to you to travel around the 
ship, avoiding the sentry robot, looking 
for clues as to how to complete the 
assigned task. 

Iron Helix is split up into four distinct 
phases. The first requires you to search 
for samples of the dead crew’s DNA. 





droid. You are not armed and so there 
is only one way to make scrap metal 
out of it, which you must discover. The 
fourth and final part is a race against 
time to shut down the weapons system 
and prevent the biological device from 
being deployed. 

One of the things which makes IH 
stand out from the crowd is its fluid 
use of graphics. Unlike in T7G, the 
programmers have consciously made 
the decision to have the game-display 
as small as possible, thus enabling 
everything to scroll along smoothly 
without the usual wait that is associated 
with CD-ROM games. While this does 
make seeing what is going on that little 
bit harder, it doesn’t take too long 


as possible included in them. The 
results have been disappointing to say 
the least, but Iron Helix could start a 
| trend towards CD games that actually 


“IRON HELIX COULD START A TREND TOWARDS CD GAMES THAT ACTUALLY 
CONTAIN ENOUGH GAMEPLAY ELEMENTS TO MAKE THEM ENJOYABLE” 


| The price for 


| failure is high. contain enough gameplay elements to This can be found all over the ship and before you adjust and can move around 
| Unlike your | make them enjoyable. can be collected and stored in one of _ the ship with ease. 

| average war Set aboard a spacecraft loaded up __— the three available data banks of the The graphics used to depict the 
| gameor = | with the world’s most deadly weapon, droid. In effect, this DNA acts like inside of the ship are sharply defined, 
heer eters you play the part of an unsuspecting keys, with certain parts of the ship and feature rendered tables and chairs 
| only the world captain of a small space vessel who inaccessible without the correct DNA. in the lounge, computers and displays 
| that standsto | | "eceives a message to board the ship The second part of the mission in the bridge and even a loading bay, 
| beblownaway | and attempt to override its computers. requires you to log onto the computer complete with an open airlock leading 
| and totally | Without this intervention, the autopilots terminals and examine video footage to the infinity of space. 


| destroyed. The | 

| whole universe 
hangs in the 
balance, 
separated from 

| biological death 

only by you 

| and a small, 

| unarmed droid. 

| Makes you feel 
good, doesn’t it! | 


and the on-board defence systems will 
carry out the last orders given to them 
and deliver the weapon, causing the 
universe as we know it to self-destruct 


the crew left behind before they were 
destroyed. These clues will give you 
hints as to how to complete the third 
part of the game; destroying the sentry 


Controlling the droid is through the 
interface which takes up the bottom 
two-thirds of the screen. As is becoming 
the norm for this type of game, 
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Avalon Hill is back in 
the computer 
wargaming league 
again. Is the 
company back with 
a vengeance? 


AMERICAN GAMING COMPANY, AVALON HILL, HAS BEEN AROUND FOR A LONG TIME - 


WAY BEFORE COMPUTERS CAME INTO VOGUE IT WAS PRODUCING BOARD-GAMES. THE 


COMPANY BEGAN IN 1958 WITH TITLES SUCH AS TACTICS II AND GETTYSBURG AND IN THE 






Avalon Hill dived into the computer 

game development arena it has 

had a tough time getting to grips 
with it largely due to “cultural 
differences” — whatever that means. 
Time passed without a peep from AH, 
apart from numerous 8-bit titles being 
released without much success, until 
the sudden appearance of the Amiga 
version of Third Reich — one of its most 
successful, nay legendary board- 
games. The PC game was immediately 
expected. 

Fans of the board-game waited for 
this PC version with soggy taste- 
buds...and waited...and waited...and 
nothing. Enter Jim Rose, director of 
software development for AH: “When | 
joined Avalon Hill in December 1992 the 
programmer who did the Amiga version 
of Third Reich was about 50 per cent 
through the PC version. | looked at his 
work carefully and determined that he 
was headed down the same path as the 
previous version. Dissatisfied with his 
approach and his unwillingness to 
prevent the same mistakes | scrapped 
the whole project and started over”. 

Having assembled a new 
development team, a new version of 
Third Reich was underway by February 
1993. The original intention was to have 
the game finished by the autumn of that 


same year but Avalon Hill was having 
problems with its artificial intelligence 
(Al). Obviously wishing to only ship a 
quality product, the decision was made 
to hang on for a bit, rewrite the dodgy 
Al, give it a thorough beta testing and 
THEN release the game. 


35 YEARS SINCE THEN IT HAS PRODUCED WELL OVER, WAIT FOR IT, 250 TITLES. 


version and enjoy a very large, built-in 
demand for the product. It has also 
been refined over time resulting in an 
excellent strategic simulation”. 

Those ‘similar products’ that Jim 
mentioned have largely been 
responsible for a resurgence in the 


“ALL OF THE PRETENDERS TO THE THIRD REICH THRONE ARE MERELY COPIES 
AND TAKE-OFFS OF OUR BOARD-GAME. IN 1974 WE WERE THE FIRST TO 
MARKET A STRATEGIC WW2 WARGAME BASED IN EUROPE. OUR FOCUS IS ON 
GAMEPLAY, NOT MICRO MANAGING YOUR ECONOMY” 


“Our focus on Third Reich PC is a 
different approach to the first versions. 
We have a large advantage over similar 
products,” boasts Jim, “in that we sold 
almost 400,000 copies of the board 








pas 
EXPLOITATION COMBAT 








own the board-game 


The computer version of Third Reich benefits from the fact that there is already a 
strong potential userbase out there in the shape of the numerous enthusiasts who 


wargame economy — wargames are 
money makers once again, gaining in 
popularity with the likes of QQP’s 
Perfect General and 360’s_ High 
Command. The latter is a game that 





After being a bit of a balls-up on the Amiga, it seems that the PC version of Third 
Reich could well turn out to be one of the strategy games of the year. With 


numerous rip-offs of the board-game already around — will it beat the competition? 


Third Reich is not a 
greedy program, it only 
requires a 286, 640k of 
RAM and VGA. That’s 
certainly a bit different 
from the V for Victories 
of this world 





Jim indirectly commented upon when he 
exclaimed that: “All of the pretenders to 
the Third Reich throne are merely 
copies and take-offs of our board-game. 
In 1974 we were the first to market a 
strategic WW2 wargame based in 
Europe. Our focus is on gameplay, not 
micro managing your economy”. 

Third Reich is not a greedy program, 
it only requires a 286, 640k of RAM and 
VGA. Gameplay involves making 
strategic decisions that the leaders of 
the Axis or Allied nations would have 
made; when and where to attack, what 
units to build and so on. Briefly, after all 
of the naval movement has been 
completed, the player moves their 
infantry and tank armies into position to 
attack. After a successful attack has 
occurred the player then exploits the 
‘holes’ in the enemy lines. 

Third Reich is not the end of the line 
however, and an Al add-on editor is 
under consideration. John Rose also 
had a further suggestion: “We have 
already published an Advanced Third 
Reich in a board-game format. It would 
seem logical to migrate to that product 
at some point”. 





US Gold’s superb Kingmaker board-game has already made the journey across the 
Pond to the US and is proving very successful for Avalon Hill on its new PC games 
label. Good ol’ British know-how wins through in the end... 


GROUND AIR MVMT 


That’s not all for Avalon Hill, and 
possibly the jewel in the AH crown is the 
moving of Atomic Games from 360 to 
Avalon Hill. It has to be noted that the 
relationship is more a partnership than a 
take-over. You'll all be familiar with 
Atomic’s V For Victory series which set 
alight the wargaming fraternity, and at 
the moment Atomic is working on a new 
game called Operation Crusade which 


Entitled Beyond Squad Leader, this new 
game will launch a whole new chapter 
in computer gaming and I, for one, will 
be first in the queue when it is released. 
Look out for this game which is to be 
shipped before Christmas. 

So is the Atomic Games move the 
start of an empire-building period for 
Avalon Hill? Is it out to become the 
Blackburn Rovers of the wargaming 
fraternity? Jim innocently retorted with, 
“Empire building? Who...us? All we are 
doing is talking to almost all the serious 
developers in the industry”. 

Avalon Hill is also on the release 
trail with a few more titles of its own in 
the pipeline. To begin with, it is taking 
US Gold’s own strategy game, 
Kingmaker, and distributing that in the 
USA. Then it will be releasing two 
strategy games based on board-games 
called Advanced Civilisation (this has 
nothing to do with the Microprose game 
of a similar name) and 5th Fleet. Both 
will be released in the summer. Later, in 
the autumn, expect to see Blackbeard 


"WHILE COMPUTER DEVELOPMENT TAKES UP AN IMPORTANT SLICE OF AH’S 
TIME IT STILL PRODUCES ITS OWN BOARD-GAMES. FOR EXAMPLE, IT IS 
FAMOUS FOR ITS RUNE QUEST GAME” 


is the first in its new World at War 
series. This new series will retain the 
Atomic ‘look’ which took the company 
to many a wargaming heart. Crusade is 
due in March, a game based on the 
Stalingrad campaign should be around 
in July and an Atomic game based: on 
the Battle of the Bulge should also ship 
in October. All of the World at War 
games will have a Play by Mail system 
built in. 

Finally, Atomic will also be doing 
a computer implementation of AH’s 
tactical warfare series, Squad Leader. 


r 






Wargames seem to be very much ‘big business’ again at the moment. After a period 
of inactivity there are now numerous games on the horizon, all of which are set to 


bearing down on the high seas. 

While computer development takes 
up an important slice of AH’s 
development time it still produces its 
own board-games. For example, it is 
famous for its Rune Quest game — this 
little gem is experiencing a renaissance 
at the moment. How about a computer 
incarnation of this one, eh Jim? Jim 
Rose finished off the interview in 
majestic style by likening AH’s return to 
software gaming with Return of the 
King: “We are most assuredly Back 
With a Vengeance!”. 


D File Options Staff Duties Planning Phase we 


push the limits in terms of Al, interface and historical accuracy 


pa* 
Avalon Hill’s US 
acquisition of US 
Gold’s Kingmaker 
is the first step 
in the firm’s 
growth plans for 
1994 








nan TOG A me tte 
As you’d expect, 
the Discworld 
game will revolve 
around the 

exploits of Terry’s 
most famous 
creation — 
Rincewind the 
wizard 


Terry Pratchett has 
been a driving force 
throughout the 
development of the 
Discworld game. 
Rather than simply 
selling the rights to 
his ‘world’ he has 
been an integral part 
of the game’s 
development 


Weeny is not the most well- 
known development team in the 
country — well, not yet at any rate. 
It started over three years ago with just 
one programmer and our interviewee for 


the day, MD Angela Sutherland. It 
proved successful in its endeavours and 
its numbers rose steadily to the 23 
people that constitute Teeny Weeny 
today. Angela reckons that 30 will form 
the compliment by the year’s end and 
details the team’s aims for the future as: 
“Essentially what we are doing now — ie 
writing our own games, not licences, and 
then presenting them to a publisher. 
Discworld is a good example”. 

Cough! So Discworld isn’t a licence? 
Angela: “This may be conceived as a 


THE PROSPECT OF A TERRY PRATCHETT DISCWORLD 


GAME HAS BEEN ON THE HORIZON FOR SOME 


TIME. NOW PSYGNOSIS IS SET TO RELEASE IT WITH 


ANY 


licence because it is taken from a series 
of books from Terry Pratchett. We are all 
fans of his books so had certain ideas 
about the game. We worked on the 
game for over six months before 
approaching Terry, so by the time we 


THE HELP OF TEENY WEENY GAMES. 












year before we even presented it to a 
publisher and by then we had spent a lot 
of money in its development. When we 
eventually went with Psygnosis we knew 
it would be yet another year before its 
completion”. 

The designer of this new graphical 
adventure (which will be released on PC 
CD-ROM and other formats) is Gregg 
Barnet, who worked on the 8-bit version 
of The Hobbit. The game itself isn’t 
based on any individual book; it is more 
of a slice from a certain time featuring 
familiar characters such as_ The 
Luggage and Rincewind, who you can 
choose as your player-character. The 
sequel will take another slice from a 
period, as will the, wait for it, Discworld 
pinball game that’s in production as you 
read this. 

So, getting back to the licence 
question what Teeny Weeny has is a 
general world licence, a licence for a 
setting and not a licence for a specific 
film or book. In other words TW has the 
ingredients, but must make its own 
cake. “Because we are all avid Terry 
Pratchett fans there is the right feel to 


“THE GAME ITSELF ISN’T BASED ON ANY INDIVIDUAL BOOK; 
IT IS MORE OF A SLICE FROM A CERTAIN TIME FEATURING FAMILIAR 
CHARACTERS SUCH AS THE LUGGAGE AND RINCEWIND, 
WHO YOU CAN CHOOSE AS YOUR PLAYER-CHARACTER” 


presented them to him they were well 
structured. Initially, we had a bit of a 
problem persuading him that it was the 
right thing to do, but once he was on line 
and happy with what we were doing 
things went smoothly. It was another 


the game. With Terry working and being 
involved in the game it ensures we stick 
with the essence of his ideas,” enthused 
Angela. 

The game is pretty big and is 
structured into three ‘acts’ that include 





Who would have thought that Terry’s image of 
Rincewind was an Only Fools and Horses ‘Del-Boy’ 
kind of a guy? You live and learn 


mini-quests. Gameplay will feature the 
same sort of humour and spirit that the 
books have always provided and, 
although people familiar with the 
Pratchett story-lines will find some clues 
to the puzzles, this knowledge will not 
help to solve the quests. 

“Every time we get to a milestone,” 
commented Angela, “we send what 
we’ve got to Terry (he has his own 
computer and is very enthusiastic about 
it) and he either approves it or tells us 
why it isn’t right! Sometimes he comes 
back with an alternative that is even 
funnier — | think he is enjoying himself. 
Terry had a certain image of Rincewind 
(Del-Boy from Fools and Horses) and, 
once he told us that, we knew what was 
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Angela had a few frank thoughts on the 
subject: “We’ve concluded that Sierra 
games are awful, Westwood’s are better 
and LucasArts’ are very good — that is 
worrying us because each time they 
bring out a game it breaks new ground. 
A few more games in the line of Monkey 
Island and they will be leading the field. | 
see Lucas as our main rival’. 

The interface to the new Discworld 
game is very different to the bog- 
standard adventure game — not at all like 
Sierra’s, more like LucasArts’. It is not a 
copy however, the game’s interface was 


"THE GAME IS A PUZZLE-BASED, NON-LINEAR ADVENTURE THAT WORKS IN A 
SIMILAR WAY TO DAY OF THE TENTACLE BUT YOU DO NOT HAVE TO COLLECT 
OBJECTS A AND B SO YOU CAN OPEN A DOOR” 


expected. He gave us lots of secrets to 
the make-up of the characters that 
helped us know how they would react. It 
reinforced the perception we got from 
reading the books”. 

At the moment Teeny Weeny is 
working on the voice-overs for the game. 
It is negotiating with some famous 
celebrities for the parts, but that is top 
secret for the moment, the same applies 
to the soundtrack source. The actual plot 
of the game is also being kept secret, 
but as a clue, Teeny Weeny has high 
regard for LucasArts — so look for 
something along the same lines. 

Speaking about the competition, 





Teeny Weeny has high hopes for the title - claiming 
that it has the LucasArts range of games firmly set in 
its sights as far as both humour and interface go 


developed before the new titles hit the 
shelves. 

The procedure for writing the 
Discworld game might surprise a few 
people because Teeny Weeny began 
with puzzle writing. Then it drew the 
backdrops in the form of line drawings 
that were then transformed into hand- 
painted pictures. Next these were 


scanned and rendered. “We then used 
people up in Leeds to do most of the 
animations,” Angela continued, “then the 
scenario was written by a professional 
script writer who also writes comics and 
knows Terry Pratchett well”. 

The visual structure of the game was 





It’s claimed that Discworld will be a non-linear puzzle 
game which relies more on the Day of the Tentacle 
school of adventuring 





A sequel to 





formed in the same way as cartoons are 
created. All the animations were made 
at the start of the project, TW then hada 
visual script to use as a guide. Angela 
concluded: “The game is a puzzle- 
based, non-linear adventure that works 
in a similar way to Day of the Tentacle 
but, for example, you do not have to 
collect objects A and B so you can open 
a door. We are selling entertainment not 
an IQ test, so people that play our 
games will find a lot of enjoyment and 
fulfilment. 

Discworld is funny and is not difficult 
at all. A notable part of the game-engine 
is that if a person gets stuck the Al will 
detect this and will help you. It is not a 
good thing to have to call a company to 
get hints, although you must have 
some difficulty to make it fun. It's a 
challenge, yes, but not a mind-boggling 
experience”. 





Graphically, the game captures the essence of the 
Discworld novel. As with everything else, Terry has 
acted as a consultant for the way the game looks 


THE COLOUR OF MAGIC 









The Discworld 
novels have 
managed to 
generate a culture 
all of their own 
and are now some 
of the most 
successful books 
of their genre. 
With millions of 
copies sold, a 
computer game 
was inevitable 
really wasn’t it? 


ALREADY AN ESTABLISHED TRADITIONAL AD&D CAMPAIGN 
SETTING, RAVENLOFT IS SET TO FOLLOW THE LIKES OF 
DARK SUN AND FORGOTTEN REALMS INTO THE ELECTRONIC 


WORLD OF THE PC. HOW IS IT GOING TO COMPARE? 


RAMERROEI, 


Advanced faaeens and Dragons 
Ravenloft: Strahd's Possession 


US Gold/SS! | 
| May 


Dos 5.0 Min, 2Mb Ram, 386, VGA | 


Soundblaster, AdLib, Roland Sound Cards 


the last 15 years, nearly as long 

as the PC has been around, 

fantasy role-playing fans have 
really only looked towards one system 
of play to satisfy their cravings for all 
things mystical and fantastic; that 
system being Advanced Dungeons and 
Dragons. Devised originally in the early 
70s, it has now survived the onslaught 
of video games and all the other 
technological terrors, to stand head and 
shoulders above any other system 
available to fantasy role-players. 

In fact, things have progressed to 
such an extent that there is a definite 
link between computers and AD&D. 
Witness the transitions of games like 
Dark Sun and Forgotten Realms to the 
PC — they have, perhaps miraculously, 
managed to keep their original 
gameplay elements intact, providing the 
true fan with a better way to play their 
favourite campaigns. Of course, it still 


SABO 


informative, easy-to-read package 


cannot hope to really match the feeling 
of playing and interacting with other 
human opponents, but it comes in a 
very worthy second place. 

Now, Ravenloft has gone the same 
way, giving the player the chance to 
relax their imaginations somewhat and 
let the computer govern the rules of 
play, as well as depict all manner of 
things that are going on in the game 
world visually. As the 21st century 
looms large, the border between 


traditional role playing and computer 


The familiar character screen gives you the different strengths and weaknesses of the various characters in one 


Puaiili Gh 





role playing has been blurred once 
more, perhaps to the extent that things 
will never be the same again. 

Ravenloft is a gothic RPG that 
features Strahd, dark knight and full- 
time vampire. As one would expect 
from a game of this nature, there is a 
strong story-line to pull the player into 
the ethereal world of the nosferatu. The 
story is that the ruler of Elturel has been 
attacked by a mysterious assailant and 
both he and his mage lie wounded at 
the hands of the attacker. Dhelt, the 





Where would the modern day adventurer be without 
the ever-present threat of an enemy-launched fireball 





injured ruler, has had the sacred amulet 
ripped from his body and stolen. 

The player’s party has responded by 
rushing to give aid to Dhelt. Swearing 
(rather stupidly, in my opinion) to 
avenge this theft and make whoever is 
responsible pay for their crimes. You 
take your party to retrieve the amulet 
and avenge the theft in the only way you 
know how — extreme violence directed 
at the perpetrators. 

Unfortunately, for you in particular, 
the thief is none other than Strahd, a 
powerful vampire lord. So it looks as 
though it is up to you and your merry 
band of adventurers to go forth into the 


Communication throughout © 
the game is of vital 
importance. Who you talk to 
and how you talk to them 
could well determine 
whether or not you get to go 
head to head with Strahd and 
avenge the theft of the 
amulet 


Clues abound, but to read them you are going to have 
to whew sure that you have the correct viewing —_ 





off the new graphics mode that’s 
receiving its début in this game. As 
most PC users know, the standard VGA 
resolution (320 x 200 with 256 colours) 
leaves a lot to be desired, especially for 
this type of game. It’s not so noticeable 
when flying around in a Tornado, or 
commanding an entire naval fleet, but if 
the program in question stands or falls 
on how realistically it can get across the 
feeling of ‘being there’ to the player, 
then the graphical limitations become 
more and more restrictive. 

Ravenloft gets around this problem 
by making use of a brand-spanking-new 
mode — instead of using 320 x 200, the 


“THE DOMAIN OF THE VAMPIRE IS A BLACK, NIGHT ENSHROUDED ONE AND 
DAYLIGHT IS ONE OF YOUR BEST WEAPONS AGAINST THE DARK PRINCE, SO 
USING IT TO ITS BEST ADVANTAGE IS OF PARAMOUNT IMPORTANCE” 


unknown and attempt to tweak the nose 
of fear and laugh in the face of 
adversity. 

Ravenloft is, like so many games 
currently surfacing at the moment, 
viewed from the first-person 
perspective. The viewing window used 
in the game is specifically made extra 
large, both to give the player a better 
idea of where they are and also to show 








The larger-than-normal viewing screen, thanks to the increased resolution, does not seem as out of place as you 


programming team has managed to 
squeeze an extra bit of resolution out of 
the VGA standard to produce graphics 
that run in 320 x 400, without the need 
for expensive new graphics cards. This 
way, the outside world stays sharp even 
when you get close to a wall or monster, 
with none of the usual blurring or 
blockiness found in other games of this 
type. Is there a downside to this 


would expect. Everything is in proportion, with the icons at the bottom of the screen still being easily legible 


system? As far as | can tell; no. The 
screen moves as swiftly as one could 
hope for, with the update being smooth 
and gradual. Until SVGA actually 
becomes a more commonplace 
standard, this could well be the missing 
link between having clear, sharp 
graphics running under the control of a 
normal VGA card and SVGA. 

The gameplay control method is of 
the high standard that we have come to 
expect from SSI. Relying on a mixture 
of mouse and _ keyboard control, 
movement around the playing world is 
easy to achieve and, coupled with the 
use of mouse-driven icons, the whole 
thing works very well. Something that a 
lot of people will find very useful is the 
new automapping feature — as well as 
giving you a complete rundown of 
where you have been so far, there is 
also the choice to annotate the map 
before you save or print it. This means 
that it can accommodate a lot more 
information and make the job of working 
out where you’ve been and piecing 
together the puzzle that bit easier. 

As the main crux of Ravenloft. relies 
heavily on the legend of the vampire, it 


would seem only right that there was. 


some mention of the powers of light.and 
dark to give credence to the «story. 
Daylight and darkness.have been 
cleverly worked into the game by. forcifig 
you to think very carefully°about certain 
actions you might take. The domain of 
the vampires <i8\aseblack, night 
enshrouded.one-and daylightis one of 
your. best weapons: against the Dark 


“<Rrince, so using it tots best advantage 


is<of paramount importance. Failure to 
do so may result in you-and your party 


<making an impromptu donation to the 
manager of the local blood bank! 


~ For those. people who are already 


familiar with the SSI interpretations of 


the AD&D games, then Ravenloft will 
fulfil your expectations. It hassome 
superb graphics, a music score that 
eerily sets the scene and, perhaps most 
importantly of all, the game manages to 
generate just the right kind of 
atmosphere for the player. Look for a 
full review. in an upcoming issue of PC 


“Player. 








The increased 
resolution of the 
screen may not be 
immediately 
apparent from 
these still screen- 
shots, but when 
you are playing 
the game it 
becomes very 
difficult to go 
back to standard 
VGA 
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some hundred years in the future, 

Cyberspace is William Gibson’s 

virtual reality dream come true. 
The world is dominated by global 
corporations and cybernetic implants 
give street punks the edge to stay alive 
in the violent 21st century. 

Full-screen 3D recreates the world 
of Cyberspace, using the advanced 3D 
technology originally seen in Team 
Yankee and Pacific Islands to create a 
believable virtual reality. In this world 
towering corporation buildings hide floor 
after floor of security guards, while the 
slums and ghettos thrive with violence. 
Without your hardware booster chips 
you’d be dead. 

Elements from Cyberspace are 
taken from Gibson novels such as 
Neuromancer and Virtual Light, but 
many will also notice bits of Judge 
Dredd among other influences with the 
game being set in a mega city. Here the 
population is close to one million, 
divided between 500 area zones each 
with their own social class and function. 
Approximately 100 buildings make up a 
single zone, consisting of office blocks, 





Cyberspace is a truly massive game set over two 
dimensions, with 100,000 individual apartments to be 
explored which often contain useful pieces of 
equipment or weaponry 


There are six character types to choose 
from, including a low-down sneak, a 
street punk or maybe even a corporate 
exec, nicknamed The Jockey. The tech- 
rats deal with electronics, the killers are 
cybernetic mercenaries who maim for 
money, while the net-junkies have the 
perilous task of entering and exploring 

= the maze of computer networks 


YBERSPACE 


shops and apartments. Each building 
can be entered and explored, and you 
can find new items and characters to 
interact with in the various rooms. 

There are over one million non- 
player characters (NPCs) to interact 
with, each with their own tasks which 
they perform, oblivious to your 


CAN CYBERSPACE LIVE UP TO EMPIRE’S 


CONFIDENT BOASTS OF IT BEING THE DEFINITIVE 


VIRTUAL REALITY GAME ON THE PC? 


IT CERTAINLY HOPES SO. 





enemies in this world of violent crime 
because there are no policemen to drag 
you out of some particularly nasty bar 
room brawl. You’ll know your friends 
from your enemies as each character is 
instantly recognisable and is displayed 
using animated polygon-shaped bodies 
combined with complex bit-mapped 


“ELEMENTS FROM CYBERSPACE ARE TAKEN FROM GIBSON NOVELS LIKE 
NEUROMANCER AND VIRTUAL LIGHT, BUT MANY OF YOU WILL ALSO NOTICE 
BITS OF JUDGE DREDD AMONG OTHER INFLUENCES” 


presence. That is unless you decide to 
communicate with Cyberspace’s simple 
text interface — any character can be 
talked to, revealing information which 
will then appear on your HUD (more 
about that later). Depending on your 
response they will either befriend you or 
be disruptive, but don’t make too many 





The one million or so non-player characters in the 
game have polygon bodies and bitmapped heads. 
Surprisingly, all of the NPCs can be interacted with, 
providing you have the odd millennium to spare 





heads which’ show their facial 
expressions. 

While the seedy streets of New 
Boston provide a background for most 
of the game, there are also large 
chunks dedicated to net-running. In the 
future, computer systems operate over 


the net — a 3D virtual desktop if you like, 





: 


In the computer net, everything is represented by 
brightly-coloured shapes. Powerful security systems 
protect data from spies and threaten to fry the brain 
of a net-runner attempting to break in 


CYBERSPACE 


Cyberspace borrows a lot of ideas from 
William Gibson’s Neuromancer and other 
table-top role-playing games like 
Cyberpunk. The computer systems of the 
future are operated in a 3D desktop 
which can actually be walked round and 
explored 





Sa, We See Se Cae St ERS 
Empire spent 18 months perfecting the 3D system 
used in Cyberspace. The result is a believable reality 
in which the characters act sensibly. They don’t walk 
through walls and they move smoothly and 
realistically 


which you can actually walk around and 
explore. In this alternative computer- 
generated reality, net-junkies (the 
futuristic equivalent of computer 
hackers) can penetrate the computer 
systems of massive corporations, 
stealing top-secret data and then selling 
it to rival companies for big bucks. 

The net isn’t easy to negotiate 
though, because ICE (intrusion counter- 
measure electronics) programs protect 
many of the large systems. A skilled 
net-runner can retaliate with their own 
programs to break though the security 
wall, but fail and it could end up frying 
your brain! 

Back out in the real world, it’s about 
time you got yourself a gun. Fists are no 
match for a .357 slug and it’s always 
better to out-gun an opponent. Don’t 
bother with a six-shot revolver, instead 
go for something with a bit more punch 
— either a machine-gun or even a semi- 
automatic shotgun like the Spas model 
12. Whatever you’re armed _ with, 





The buildings, walls and floors in Cyberspace aren’t 
texture-mapped making it look less impressive as 
Doom, but it does mean that the whole things moves a 
lot more smoothly and faster 





combat is simple. Aim the cursor at the 
target, fire and bullets will spray the 
target, unless of course you're fighting 
bare-fisted. 

Unlike the table-top RPGs in which 
the games-master must refer to tables 
for the combat result, the computer 
works out all this automatically, taking 
into account the difficulty of the shot 
(distances to target, target size etc) and 
your weapon prowess. Mind you, 
Cyberspace is designed in such a way 
that you can get through the game 
without so much as throwing a punch, 
so essentially you can have as much or 
as little violence as you want. 

What cannot be avoided though is 
the intrusion of technology. In the year 
2090 everything is automated and there 
are electronic gadgets covering every 
















The HUD can be 
stretched to fit the 
whole screen or 
alternatively up to 
four displays can be 
used for different 

i) purposes. The display 
has been designed in 
such a way that it 
doesn’t interfere with 
the main character 
view 


You have two options 
when faced with 
another character. 
The most obvious 
choice is to ask a few 
questions and 
hopefully gain a little 
information. 
Alternatively draw 
your gun, aim the 
cursor, then fire 





clues for 


solving puzzles. The 
conversation icon is also of important- 
ance, especially when you’re caught 
red-handed trying to pick the lock to a 
safe. Confronted by a bald-headed 
Sinead look-alike armed with an 
automatic pistol, is it best to tell the truth 
or bluff your way out? They always say 


“IN LIGHT OF SUCH RECENT 3D MASTERPIECES AS DOOM, 
CYBERSPACE IS MORE THAN JUST A QUICK BLAST. IT IS AN IN-DEPTH 
ROLE-PLAYER WITH STACKS TO DO AND HUNDREDS OF LOCATIONS TO 
EXPLORE. IT SOUNDS LIKE VIRTUAL REALITY, BUT WHETHER THE END RESULT 
CAN LIVE UP TO THESE CLAIMS REMAINS TO BE SEEN” 


inch of space. They even provide the 
player with vital information, processing 
the data and flashing it up on the HUD 
which overlays the character’s view. In 
an instant you can switch between 
focusing on reality then concentrating 
on the green neon of the HUD. Any 
spoken dialogue appears on the HUD, 
along with full details on each item in 
your inventory and a list of all the 
actions available. 

The question mark 
examine objects and 


is used to 
is useful for 


reading signs, many of which hold vital 





Starting off in the Unicorn Club in New Boston, you 
have the daunting task of exploring the 500 zones that 
make up the violent city possessed by technology and 
cybernetics 


honesty is the best policy but | don’t 
think Sinead would take too kindly to 
you stealing her possessions. As an 
alternative to sweet-talking the thug, 
you could always blow her head off! 

In light of recent 3D masterpieces as 
Doom, Cyberspace is more than just a 
quick blast. It is an in-depth role-player 
with stacks to do and hundreds of 
locations to explore. It sounds like VR, 
but whether the end result can live up to 
these claims remains to be seen. 
Cyberspace should appear around 


March, costing £39.99. a 
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There are some one million characters in Cyberspace 
but because they have bitmapped faces they are all 
instantly recognisable. Well, nearly all of them 
anyway 


PAGE 83 


As is usual with all Simis 
games, the ground detail 
is kept fairly simple so as 
to keep the frame rate 
high. Although not having 
the same kind of visuals 




















































conveys a feeling of high 
speed, low-level flight 
~ very well 


The true worth of 
SVGA has never been 
so graphically 
demonstrated as it is 
here in these screen 
shots. All the 
helicopters are fully 
rendered in 640 x 480, 
giving a crispness and 
a clarity that should 
once and for all bury ~~ 
the bog-standard VGA © 
display mode. Arming ‘ 
the helis is a tactical 
process, because the 
flight models used in 
the game react |” 
realistically to things | > 
such as weight and | 
drag. Could this be 
the chopper pilot’s 
version of Falcon 3.0? } 


Werewolf KA-50 
Virgin 
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Soundblaster Sound Card, Thrustmaster, 
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as Tornado, it nonetheless 


THE NUMBER OF WORTHY HELICOPTER SIMULATIONS CURRENTLY 


AVAILABLE ON THE PC CAN BE COUNTED ON ONE HAND. 


NOW, VIRGIN IS ENTERING THE FRAY WITH A SIMULATION OF 


after sims of fixed-wing aircraft 
had become commonplace on 
home computers, the software 
companies finally decided that 
simulating the high speed, low-level 
flight characteristics of a_ military 
helicopter might just be a little more 
exciting for the player than flying a 
Cessna around a simple, computerised 
vision of Chicago. With a helicopter, 
everything happened a few hundred 
feet above the ground and the feeling of 
actually flying the thing was increased. 
Microprose really started the ball 
rolling with the release of the classic 
Gunship. Although the graphics were 
simple wire frame representations, the 
real fun was in the fact that all the hills 
and valleys in the game could actually 
be used to a certain extent to shield you 


THE KA-50, AKA THE WEREWOLF. 





from the unwanted eyes of the enemy. 
There was nothing more exciting than 
darting behind a hill unseen, popping up 
to target a SAM sight and letting off a 
couple of Mavericks before the radar 
operators even had time to pickle the 
launch switch. 

This was undoubtedly the start of 
something that could have been big. 
However, helicopters have been sadly 
overlooked when it comes to PC 
simulations, in favour of more ‘trendy’ 
flying vehicles such as the F-16, the F- 
15 and more recently the Tornado. 
Virgin is about to go some way towards 
rectifying this situation with the release 
of Werewolf KA-50, a simulation of 
among others the Kamov KA-50 — a 
twin rotor gunship which is the latest in 
Soviet helicopter technology. Designed 


WEREWOLF KA-50 


As with AV8B, most of 
the in-game options are 
accessed from various 
corridors, with different 

doors offering different 

options. This time 
though, all the option 
screens are fully 
rendered SVGA screens 
that take your breath 
away. Phew! 
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)) The terrain around the 
play area is divided up 
into islands, allowing 
for a spot of island- 
hopping if things get 
too boring! 














to provide close air support and 
compete directly with the American AH- 
64, it is, in the right hands, a formidable 
tool of destruction. 

The South China seas have become 
a dangerous place. In the old days, 
pirates could be recognised by their 
skull and crossbones flags, but in the 
modern age of high-tech weapons and 
even higher-tech thieves, the first 
indication you'll get that your vessel has 
been boarded is when somebody points 
a gun in your face. With the sea lanes 
narrowing to little more than a mile in 
width and the depth of the water barely 
able to support a huge supertanker, it 
isn’t very difficult for a small boat to slip 
up beside the superstructure and 
enable a party of armed men to steal 
what they can. The average tanker 
carries about $100,000 to cover wages 
and other expenses, so stealing from 
them can be a profitable business. 

You play the part of a captain in 
charge of a band of mercenary soldiers 
and heli pilots, hired by a cartel of 


Werewolf follows in a similar vein to 
Gunship 2000 in that it allows you to 
have your pick of four choppers with 
which to fight in. As well as the KA-50 
there is the AH-1W, the Westland Lynx 
and the Kamov MI-8. Each ’copter will 
feature a fully independent flight model 
closely resembling the real thing 
(although the statistics for the Russian 
craft are more likely to be guestimates), 
meaning that tactical choices will come 
into play regarding which craft to take 
on which mission. 

Of course, having a state-of-the-art 
helicopter is of no use whatsoever 
unless you have some state-of-the-art 
weapons to load onto its weapons 
pylons. As well as the usual cannons 
and Sidewinders, Werewolf allows the 
player to load up with TOW anti-tank 
weapons and BAe Sea Skua anti-ship 
missiles. The one major problem with 
them is that they are expensive and 
you, aS commanding officer, must 
decide on the best ways to distribute 
them. After completing successful 


“LIKE A LOT OF THE FLIGHT SIMS COMING OUT AT THE MOMENT, WEREWOLF 
FEATURES A FULL STRATEGIC BATTLE PLANNING SYSTEM WHERE YOU PLAN 
MISSIONS, MOVE YOUR SUPPORT SHIP AND MAKE DECISIONS THAT WILL 
AFFECT THE OUTCOME OF THE WHOLE SORTIE” 


Japanese, Chinese and Singaporean 
businesses to find and destroy the 
organisation responsible for the sea 
thefts. Armed with six helicopters and a 
limited supply of weapons and supplies, 
it's up to you to manage your men and 
resources, while attempting to seek 
out and destroy the person or persons 
who are responsible for creating this 
problem. 





The Gourad shading used in the game is excellent. 
Although requiring more processor power than a flat 
unshaded world, the graphics still manage to whiz by 
at a more than acceptable rate 


missions you will be paid for your 
services, but it looks as though you’ll 
need a degree in accounting as well as 
a keen head for A-A and A-G combat if 
the team is going to be kept at full 
fighting strength. 

Like a lot of the flight sims coming 
out at the moment, Werewolf features a 
full strategic battle planning system 
where you plan missions, move your 


: 
Most of the threats encountered will be on the 
ground, but just occasionally an air-to-air threat will 
rear its ugly head. When these situations occur you'll 
be glad that you loaded up a couple of Sidewinders 








support ship and make decisions that 
will affect the outcome of the whole 
sortie. Over 400kms of the South China 
seas need to be brought under the 
player’s control, so careful mission 
planning and a watchful eye on the local 
shipping and weather forecasts must be 
employed or else the tankers and 
freighters will become targets, in turn 
meaning that you will not get paid. 

The game itself has been coded by 
Simis, known for AV8B and more 
recently FST. As is usual for a Simis 
game, the ground detail is kept 
relatively simple (meaning non-textured 
polygons, but plenty of them), with two 
graphics modes to choose from. The 
standard game is run in VGA, with 
Gourad shading on the hills and valleys 
giving a very convincing feeling of flight. 
The game is also set up to run in SVGA 
with more definition (obviously), but no 
Gourad shading. It’s nice that users 
have a choice of which system to run 
the game in, rather than having to buy 
two separate versions. Also included is 
support for players who own local Bus 
systems and Windows accelerator 
cards. Hopefully, this is the thinking that 
all development teams will adhere to in 
the future, giving users a greater choice 
when it comes to how the game looks 
and runs. 

The graphics are fluid and fast, 
something that Simis has become 
synonymous with, and the feeling of 
flight, especially when travelling down 
some of the valleys and chasms found 
around the islands is superb. The game 
is due for release in late May and there 
will hopefully be a full review in the next 
issue of PC Player. | 





The helicopter sprite looks very muddy at the 
moment, but rest assured, in the final game it will 
look as though it could wipe out a small town at a 
hundred paces! 
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SUEST HERALDED A NEW AGE OE. COMPUTER 
& wv - 


ITAL AUDIO, IT WAS THE 
— 


THE EYE-OPENIN 


The graphics in Xlth 
Hour really have to be 
seen to be believed. 
Making use of the full 
SVGA standard, there § 
is nothing that comes 
close to the PC in 
terms of sheer 
atmosphere 













PRODUCT 
Xith Hour: 
The 7th Guest Part Two 
SOFTWARE HOUSE 


Virgin 


RELEASE DATE 


REQUIREMENTS 


Dos 5.0 Min, 4Mb RAM, 486SX, SVGA, 
CD-ROM (150k/sec), Sound Card, Mouse 


SUPPORTS 


Roland, Sound Blaster, Pro Audio Spectrum, 
Thunderboard, Reel Magic and other MPEG Boards 


















can’t be many people who didn’t 
gasp at the release of Virgin’s 
The 7th Guest. Not only was it 


packaged in a box that could also have 
served as a very effective nuclear 
fallout shelter should the need arise, but 
it made the first tentative steps across 
the line that divides the humble 





entertainment yet to appear on a PC 


Some superb animation on the fingers exemplifies the standard of work that has 
gone into producing one of the most spectacular pieces of interactive 


computer game from a_ cinematic 
experience. Containing the kind of 
graphics previously only seen on 
expensive graphics workstations, the 
game was an attempt at combining an 
adventure game with the look and feel 
of a real film. 

The fact that the actual gameplay 





anyone could have imagined five years 
ago. New, faster processors have 
appeared and, along with the SVGA 
resolution becoming a lot more 
commonplace, everything is geared 
towards making the ultimate computer 
fantasy — true interactive cinema —a 
reality. 


"CONTAINING A MUCH IMPROVED STYLE OF GAMEPLAY AND A STRONGER 
STORY-LINE THAN ITS PREDECESSOR, XITH HOUR IS SET TO SHOWCASE THE 
POWER OF THE PC IN A TRULY AWESOME WAY” 


was a little lacking didn’t really seem to 
matter, because the real focus of 
attention was directed towards the 
way in which FMV and computer- 
generated images were used to such a 
startling effect. To say that the game 
was groundbreaking would’ be 
an understatement. The CD-ROM 
revolution had well and truly begun. 

In the 18 months that the game has 
been around, technology has again 
been advancing at a rate faster than 





a a = 
The main layout of the mansion has been kept pretty much the same, meaning that 
players of T7G will have very little difficulty finding their way around. Of course, to 


It is with this goal in mind that the 
next step beyond, XIth Hour, is 
currently having the finishing touches 
put to it. Containing a much improved 
style of gameplay and a stronger story- 
line than its predecessor, XIth Hour is 
set to showcase the power of the PC in 
a truly awesome way. 

Set in 1993, you play the part of 
Carl Denning jnr, an_ investigative 
reporter for the TV show Cases 
Unsolved. Your friend and lover, Robin 





spice things up a little, there are a few surprises in store 








Morales, was gathering background 
information surrounding the stories of 
supposed hauntings at the old Stauf 
mansion before she disappeared. As 
Denning, you travel to the mansion to 
try to ascertain what happened to your 
girlfriend. Will you end up facing the 
same fate, or are the stories of death 
and terror linked to the house nothing 
more than an elaborate fairy tale? 

As in T7G, the game takes on the 
form of an interactive adventure, with 
the player controlling where in the 
house to go. In some rooms in the 
mansion there are puzzles to solve, 
such as the Railroad Switcher and the 
Number Chain and only by completing 
these successfully can clues be 
collected that will enable the player to 
complete the game. 

As well as the puzzles, a treasure 
hunt element has been added, meaning 
that every location visited will have 
some importance on the overall state of 
the game. Complete freedom of 
movement is available, allowing all the 
locations in the house to be explored. 

Movement from room to room via 
the foyer and hall systems is depicted 
by the whole scene scrolling in the 
relevant direction, but the big difference 
here is the speed at which the graphics 
update. On a low spec 486, the frame 
rate in T7G was almost non existent, 
causing the scrolling to ‘flip’ rather than 
update smoothly. XIth Hour increases 


Furniture World - 
for all your 
furniture needs 





Skulls, severed heads and things that go bump in the 
night. Where would we be without the staple 
ingredients of the horror genre, eh! 


There are two types of video effects 
found in the game; composite and 
gamebook. Composite video, more 
commonly known as the ‘blue screen’ 
effect, is where actors act out the scene 
in front of a blue background. This 
footage is then superimposed over the 
back-ground action, allowing all sorts of 
special effects to take place. Gamebook 
video is full-motion MPEG video that is 
run within the smaller window of the 
gamebook. 

For users that don’t have MPEG 
boards (which is probably most of us), 
then the gamebook video will only 
appear in 320 x 160, as opposed to 640 
x 320 with a MPEG compatible graphics 
adapter fitted. The composite video 


“IT’S FAIR TO SAY THAT XITH HOUR IS DEFINITELY AIMED AT THE MORE 
MATURE, ADULT AUDIENCE (WHICH IS NOT SURPRISING BECAUSE THE COST OF 
THE EQUIPMENT NEEDED TO RUN THE GAME IS NOT SOMETHING THAT THE 
AVERAGE 14-YEAR-OLD IS LIKELY TO HAVE)” 


the frame rate so that, even on 
something like a 486SX, the sense of 
movement is a lot better. 

Another feature in XIth Hour that 
differs from T7G is the use of camera 
panning, and zooming into a close-up 
shot of an object. There are no longer 
the intricate zooms and moving camera 
angles which take up not only CD 
space, but processor time. The new 
effect uses the much simpler approach 
of fading and cutting. Even though it 
sounds as though this is a cop out, it 
works better than the old system, giving 
a much more film-like quality. It seems 
like the old adage ‘less is more’ is 
certainly ringing true in this case. 

Since the release of T7G, the MPEG 
video standard has now become a lot 


more widespread, allowing’ the 
programmers to make use of its 
powerful features. XIth Hour 


incorporates 60 minutes of full-motion 
video and animation into the game, 
made possible by the clever use of 
MPEG compression. 


action however, will appear in 640 x 320 
with or without the board. 

It's fair to say that Xlth Hour is 
definitely aimed at the more mature, 
adult audience (which is not surprising 
because the cost of the equipment 


needed to run the game is_ not 
something that the average 14-year-old 
is likely to have). The game makes a big 
deal out of the moral problem of 
infidelity, ie do you, Carl Denning, 
succumb to the temptations that are 
placed before you throughout the game 
considering that you are actually here to 
find out what happened to your 
girlfriend? 

Some of the graphics that appear in 
the game are approaching what could 
be called photo-realistic, but that isn’t to 
say that the small-minded minority who 
oppose all things bad have a reason to 
get on their high horse, because 
everything is clearly done for effect and 
there is nothing here to turn mild 
mannered teenagers into rabid killing 
machines. If anything, it’s the subject 
matter of the game and the whole feel 


that lifts this into the realms. of 
‘executive stress relief’. 
If you liked T7G, this is going 


to blow you away. The graphics are 
better, the puzzles more in-depth and 
devious and the overall feel is infinitely 
slicker. Due for release in June, PC 
Player will run a full review as soon as 
we can. 





All the rooms 
encountered in 
the game have 
something hidden 
in them that is 
important to the 
overall quest. This 
gives the player 
something to do 
other than simply 
look around for 
rooms that 
contain puzzles 


















Some of the scenes in 
Xith Hour are told in 
flashback style. The 
game focuses on the 
element of time, with 
things that happen 
outside of the house 
occurring alonga , 
different time scale 
than the goings on 
inside 





hen Federation 
Interplay 
May 
| Dos 5.0 Min, 2Mb 7 386, VGA 


Soundblaster, AdLib, Roland Sound Cards, 
Joystick, Mouse 


space strategy overdose! 

What with Starlord, Reunion, 

Master of Orion and now 
Space Federation, it’s getting a bit 
crowded in this genre. Someone is 
going to have to give in, but it’s certainly 
not going to be Interplay which is set to 
release Space Federation in the next 
few months. 

Initially entitled Star Reach, Space 
Federation looks a bit like Asteroids 
with a few strategy bits thrown in. With 
numerous scenarios which range from 
beginner to expert in their difficulty 
level, the objective of the game is quite 
simply, universal supremacy. 

Reigning over entire systems is 
achieved by gradually building up your 
empire, conquering planets one at a 
time and then stripping them of anything 
valuable, such as precious minerals and 
ores. Alternatively use them as outposts 





the end result is worth it 


Before exploration can start it’s best to improve the production tates of your home. 
planet by building mines and factories. They cost money and use up minerals but 





EDERATION 


of your kingdom, building spaceports 


and factories on them in order to 
manufacture more space cruisers with 
which to take over the next planet in the 
chain. 

Initially you have little in the way of 
valuables — just the radiation suit on 
your back and a small spacecraft with a 
rather nice stereo and = matching 
speakers. A single planet is also under 
your control, providing you with an 
income and a steady supply of food and 
minerals. The other planets in the 
system are either neutral or under 
enemy influence, with the aim of the 
game being to take out all of the enemy 
stars by force. Forget negotiating — the 
only way to settle this battle is by 
blowing the enemy away in the 
Asteroids action bit. 

Looking at the ship from above, 
control over the craft is just as it was in 
the classic arcade game, except without 


THE NAME HAS BEEN CHANGED 


TO PROTECT THE INNOCENT, BUT 


UNIVERSAL ARMAGEDDON IS 


STILL THE ORDER OF THE DAY. 





occur all too frequently. If the aliens 
don’t get you, drifting around space 
without fuel and supplies soon will. 

While the ship’s spanking stereo is 
very impressive, being able to play up 
to six compact discs (it plays anything 
from Black Sabbath to Beethoven and 
has a one-millennia guarantee), the fuel 
tanks are small and provide you with 
very little ‘umph’. To remedy this, 
planets must be conquered as you 
cross the galaxy — fuel is instantly 
topped up when orbiting a friendly 
system, although not all systems are on 
your side. 

Before exploration can properly 
begin it’s advisable to get your home 
planet up and running by building 
factories, star bases, mining rigs and 
the like. This will provide you with the 
materials to build the ships needed to 
explore distant planets. The troop 
carrier is perhaps the most important 


“SPACE FEDERATION LOOKS A BIT LIKE ASTEROIDS WITH A FEW 
STRATEGY BITS THROWN IN. WITH NUMEROUS SCENARIOS WHICH 
RANGE FROM BEGINNER TO EXPERT IN THEIR DIFFICULTY LEVEL, 
THE OBJECTIVE OF THE GAME IS QUITE SIMPLY UNIVERSAL SUPREMACY” 


hyperspace and obviously sporting 
more advanced graphics — the ships are 
apparently ray-traced but they’re so 
small that you’d hardly notice. Anyway, 
you nip from one planet to another, 
thrusting around the galaxy in search of 
new and unexplored stars to conquer. 
l’'s very easy to stray from friendly 
territory and as a result enemy attacks 


vessel as it’s the only ship which can 
change a Star’s loyalty from neutral to 
friendly. 

Once the troop carrier has docked 
with its destination planet it is then safe 
to visit it with your own ship. Destroyers 
and other fighter craft can be sent to 
provide back-up when attacking hostile 
planets, while enemy planets can be 





six planet types, each capable of producing different amounts of food and 


minerals. Some are also more suitable for human colonisation than others 


The systems are quite 
small, with eight planets 
to conquer in each. 
Opposing commanders 
start at opposite ends of 
the galaxy with the first 
battle usually occurring 
somewhere in the 
middle. The aim of the 
game is to wipe out the 
enemy 


Say ae 



















Stray too far from your home planet and your ship will explode due to lack of fuel. Surprising really, as most cars 















t 


don’t blow up, they just break down when the fuel gauge hits zero. To refuel simply fly into orbit around a friendly 


planet 


devastated with the deadly bomber 
ships. 

Once your empire has spread to 
other planets, supply lines can be set up 
to carry minerals and other products 
from one system to another. In all there 
are six types of planets with different 
natural resources — for example, 


manpower needed to keep your empire 
up and running. 

Patience is the only real way to 
defeat the enemy, and to this end you 
should wait long enough to build up 
your army to a respectable size before 
launching an attack. Wait too long 
though and your opponent might strike 


“PATIENCE IS THE ONLY REAL WAY TO DEFEAT THE ENEMY, AND TO THIS END 
YOU SHOULD WAIT LONG ENOUGH TO BUILD UP YOUR ARMY TO A 
RESPECTABLE SIZE BEFORE LAUNCHING AN ATTACK. WAIT TOO LONG THOUGH 
AND YOUR OPPONENT MIGHT STRIKE FIRST, CATCHING YOU UNAWARE AND 
CRUSHING YOUR EMPIRE IN ONE FELL SWOOP” 


volcanic and desert stars both have 
very high mineral contents, and can 
therefore be mined for precious ores, 
while the water and earth planets have 
high food production rates. Busy 


shipping links between planets can 
ensure that friendly star systems have a 
stockpile of all the food, minerals and 





the system map 


Moving your ship from one star to another is done manually while movement of all 
the other ships is done by the computer after you’ve selected their destination from 


first, catching you unaware and 
crushing your empire in one fell swoop. 
If the enemy proves too tough there’s 
always the two-player split-screen game 
in which opposing lords occupy half the 
screen each — the winner being the 
commander left at the end of the battle. 
The game is controlled by either 





Supply lines must be paved to keep your empire up and running. Within moments of 
setting up a shipping line, huge transport vessels leave orbit and head off in search 


S) Click on the planet 
icon to opena 
summary of your home 
base. From the picture 
you can instantly tell 
which ores can be 
mined and also shown 
are the buildings 
which churn out the 
steady supply of 
space craft 


A brief description 
of each planet’s 
output can be 
called up on the 
map, detailing 
statistics like 


mouse, keyboard or joystick using the 
game’s unique ‘Vicky’ operating system. 
Vicky is a metallic terminator-type hand 
which basically acts as a virtual hand or, 


to be honest, like any other cursor. mineral 
Graphically, Space Federation looks production and 
impressive with functional icon displays population 


and slick scrolling on the combat 
stages. The sound promises to be 
equally as good, incorporating loads of 
digitised speech. However the 


gameplay has still yet to be tweaked so 
you'll have to wait until next month to 
find out if Space Federation plays as 
good as it looks. At the moment it is still 
undergoing testing and isn’t due for 
release until May, when it will be let 
loose from the Interplay stable. 


The enemy’s home 
planet is located on 
the far side of the 
galaxy and cannot be 
reached without 
stopping off to refuel. 
Your opponent won’t 
always be home, 
especially in the two- 
player split screen 
game. While you’re 
raiding his base he 
may well be attacking 
yours 















EMHEnNYS FLANET 


of a suitable to star where they’ll dump their cargo of minerals 
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Player is now six months old and 
we’re extremely happy with the 
response we’ve had ito the 


Fill in the form 
and send it to: 


Reader Survey, 
PC Player, 
16-17 Hollybush 
Row, 

Oxford, 

0X1 1JH. 





SY 


magazine so far. However, as the PC 
market gradually changes and evolves 
we need to make sure that we’re still on 
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providing information — and that’s where —_L_] One year Over a year 
you come in. We need to know what Never | own one now 
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grow the way you want us to. 
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DO YOU BUY IN A YEAR? 
POSTCODE 
@ @ 
GENDER WHAT TYPE OF GAME DO YOU 
Male Female PREFER? 
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Under 16 17-20 WHERE DO YOU BUY MOST OF YOUR 
21-25 26-30 GAMES FROM? 
31-35 Over 35 Mail order 
e _] Specialist shop 
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It would make no difference 

| would stop buying the mag 
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At work only _] Issue four (Sim City 2000) 
For work and recreation a 
For games only LJ] Issue five (TIE Fighter) 
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Under £10k (J £10k-£15k ARE YOU A SUBSCRIBER? 
£16k-£20k (J) £21k-£25k Yes L] No 
£26k-£30k (J Over £30k e 
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WHAT TYPE OF PC DO YOU OWN? READ? 
286 386SX L] PC Action PC Format 
L] 386DX 486SX _| PC Gamer L] PC Power 
486DX Other (specify) PC Review L] PC Zone 
What PC L] PC Direct 
e PC Plus PC Today 
|] PC Home PC Answers 
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Special Offers 





AIR,LAND,SPACE (MIG 29, STARGLIDER 2, 4D 
SPORTS DRIVING). = 



























BIG BUSINESS SIMULATOR 

BRIDGE PLAYER (5.25 ONLY).. £7.99 
CHESSMASTER 2100..... 17.99 
CONQUEROR (5.25 ONLY) £7.99 


FOOTBALL DIRECTO 
GRAN PRIX UNLIMITE 
GUNSHIP 2000 (EGA). 
EL FISH....... 
LEMMINGS 2. 
MEGAFORTRESS 
MINI OFFICE PERSONAL XT/AT 
NIGEL MANSELL.... 
PREMIER MANAGER 1 
REALMS . 
SENSIBLE 
SIM LIFE 
SHADOW OF YSERBIU 
SPEAR OF DESTINY 





SPECIAL FORCES 14.99 
STAR GLIDER 2 £7.99 
TEAM YANKEE 19.99 
TRIVIAL PURSUIT £7.99 


WINTER CHALLENGE 17.99 
The CD Player 
TUHIGQUES T/DUNE o2ioi .cscccssiscsarecesscsessnsossesssssseses £44.99 
















































360 COMPILATION(n 
ALONE IN THE DARK. 
ATP + EAST & WEST 
BATTLE ISLE I 
BLOODNET.... 
BRITANNIA FAMILY CHOICE 
CALIFORNIA/HAWAII GOLFGUIDER (INC LINKS)¢29. 99 
CHESSMASTER 3000 (MULTIMEDIA) 
DAY OF THE TENTACLE 
DRACULA UNLEASHED 


GABRIEL KNIGHT 
GREAT NAVAL BA 
GROLIER ENCYCLOPAED! 
GUINESS DISK OF RECORDS 
INDY JONES FATE OF ATLANTIS... 
IRON HELIX 


JFK ASSASINATION 
KINGS QUEST 6... 
KODAK CD-ACCESS 
LABYRINTH OF TIM 
LAURA Bow | 
LAWNMOWER 
LEGEND OF KYRAN 
LEMMINGS DUAL PACK. 
LEISURE SUIT LARRY 1 
LEISURE SUIT LARRY 6 


LORD OF THE RINGS 

MAVIS BEACON TYPING 

MEGARACE... 

MICROCOSM 44.99 


MICROSOFT ART GALLERY 
MICROSOFT BEETHOVEN 
MICROSOFT CINEMANI. 
MICROSOFT DINOSAUR: 
MICROSOFT ENCARTA.. 
MICROSOFT MUSICAL IN: 
MONKEY ISLAND 





REBEL ASSAULT 
RETURN TO ZORK 
SECRET WEAPONS OF THE LUFTWAFFE Nee ALL 
MISSION DISKS) 





SAM AND MAX .. 
SHERLOCK HOLMES CONSULTING DETECTIVE 3 .£49.99 
SPACE QUEST 4.. 24.99 













STAR TREK 25TH 44.99 
STAR WARS CHESS... 44.99 
STRIKE COMMANDER ‘42.99 
SEX! wears 44.99 


TORNAD 
ULTIMA UNDERWORLD 1&2 
ULTIMA 8 PAGAN (INC SPEECH) 
WORLD ATLAS 2.. 
WORLD ATLAS 4.. 


EPIC FLIGHTS, 
FLYING OVER EUROPE 
CORNISH'S PC GAMES GUIDE......... 
HOW TO DEAL WITH DISK DISASTER: 
PC COMPATIBLES FOR THE PETRIFIED......... 
PLUS FULL RANGE OF ALL KUMA & 
PRIMA BOOKS FOR THE PC 

















NEW CATALOGUE 
NOW AVAILABLE 


TECH SUPPORT MOUSE MAT ON 
ALL ORDERS OVER £35 











DAVID LEADBETTERS GOLF (Microprose) 
LINKS ORIGINAL 


TROON (US)... 
LINKS PRO (386, “486, SVGA ONLY)... 


ADVANCED GRAVIS PRO JOYSTICK...........0002 
CH FLIGHT STICK. 
CH FLIGHT STICK PRO. 
GALAXY NX PRO CARD (Inc speakers) 
GRAVIS GAMES PAD 
JOYSTICK SMART CARD (8-80 Mhz) 
PC SERIAL MOUSE 





=i (F 





Comm puikeinimate 


Freepost 575, The Wheel, Robin Way, Cuffley, Herts, EN6 4BR Mon-Fri 8am- spin Wed hatte 
Tel: (0707) 875757 Fax: (0707) 875513 


The Golf Club 





COURSES: BAYHILL, BOUNTIFUL, DORADO, NORTH 
EACH £19.99 
-£39.99 








COURSES: (BANFF, CASTLE PINES, FANTASY 


COURSE, FIRESTONE, INNISBROOKE, MAUNA KEA, PEB- 
BLE BEACH, PINEHURST 2,THE BELFRY) 


.-EACH £20.99 





THE GAMES (ESPANA '92) 
FRONT PAGE SPORTS FOOTBALL PRO (US) 
GRAHAM GOOCHES CRICKET 
NHL HOCKEY .s.sccssssesseceeevee 

PLAYER MANAGER... 
PREMIER MANAGER 
TV SPORTS BASEBALL 
TV SPORTS BAKETBALL 
UNNECESSARY ROUGHNESS 
WINTER OLYMPICS.....cessscssssnssssssesssseessnnseseees 











The Office 


AUTOROUTE EXPRESS 
AFTER DARK/MORE AFTER DARK. 
DESIGNWORKS 
DELUXE PAINT ENHANCER V2.4 
DOS 6.2 UPGRADE (Until 30/5/94) 
DR SOLOMANS VIRUS KILLER. 
EXPRESS PUBLISHER.. 
FRENCH/GERMANASSISTANT .. 
MAVIS BEACON 2 DOS & WINDOW: 
MAVIS BEACON XT 3.5" ONLY... 
MICROSOFT WORKS DOS & WINDOWSEACH £119.99 
PRINT SHOP DELUXE 



















QEMM 7........ 

QUICKEN (DOS). £49.99 
QUICKEN (WINDOWS) . £59.99 
QUICK INVOICE....... £39.99 


SCREEN CRAZE (Screen Saver! 
VISTA PRO 
WINDOWS 3.1 (UPGRADE). 
WINDOWS 3.1 & MOUSE. 


The Classroom 


BETTER SPELLING 
BODYWORKS ...... 
CASTLE OF DR BRAI 
CHEMISTRY WORKS.. 
COMPUTER WORKS. 
DISTANT SUNS 
ELECTRONICS. 
FUN SCHOOL 4 UNDER 5, 5-7, 

HENRIETTA'S BOOK OF SPELLS VGA 
HOORAY FOR HENRIETTA VGA 
ISLAND OF DR BRAIN. 
ITALIAN TUTOR 
MAGIC MATHS. 
MEGA MATHS.. 
MICRO ENGLISH,FRENCH,SPANISH 
MICRO MATHS, SCIENCE. 
MIXED UP FAIRY TALE: 
MS CREATIVE WINTER.. 
MS FINE ARTIST 
NODDY'S PLAY TIME 
NODDY'S BIG ADVENTURE 
PC GLOBE (Maps & Facts 
PHYSICS....... 
SPELL BOUND.. 






























£49.99 













PYTHON DIGITAL JOYSTIC! 


QUICKSHOT SOUND PACK (Inc Seanbiastar Card, 
Warrior Joystick & Speakers + 3 GAMES)....... 

SOUND MATE SPEAKERS. 
STARFIGHTER DIGITAL GAMES PAD 
THRUSTMASTER JOYSTICK 


All prices include VAT & P&P (UK only) are are subject to change without notice. Products offered subject to availability. E&OE. Please state Processor and Screen 
Type & disk size when ordering and allow sufficient time for cheque clearance. Callers by appointment only. If a product you require is not listed please call. 








Sat 9am - 7pm 


10 INTELLIGENT STRATEGY GAMES (Backgammon, 

Bridge, Chess, Drafts Go & 5 others £2: MASTERS OF ORION 
MONOPOLY (UK)... 
NAPOLEONICS (Austerlitz, Borodino, 


OMAR SHARIF'S BRIDGE (DOS/WINDOWS) . 










































IT 
ARNHEM, ANCIENT BATTLES, VULC, 
BATTLECHESS | 


BLUE & THE GRI 




















PERFECT GENERAL (TRIPLE PACK). 


CARRIERS AT WAR 
CARRIERS AT WAR 2 


CHESSMASTER 3000 (DOS| 
CHESSMASTER 4000 (WINDOWS 


CLASH OF STEEL 
2 

ELITE ll THE FRONTIER. 

FIELDS OF GLORY. 

GREAT NAVAL BATTLE 

ATLANTIC SUPER SHIPS 

AMERICA IN THE ATLANTI 


SCENARIO BUILDER. 
GREAT NAVAL BATTLES 2 (GUADALACANAL) 


RIGHTEOUS FIRE 
RAILROAD TYCOON DELUXE.. 
SCRABBLE DELUXE (CGA/EGA), 
SRABBLE (VGA)... 
SEA WOLF SSN 21 
SID & AL'S INCRED! 





GREAT DISASTER 


TURNING POINTS (AUSTERLITZ, BORODINO, WATERLOO. £29. 99 
TASK FORCE 1942 









BATTLESETS 3&4 
SCENARIO EDITOR. 














V FOR VICTORY 2 (VELIKIYE LUKI 
V FOR VICTORY 3 (MARKET GARDEN) 
V FOR VICTORY 4 (GOLD JUNO SWORD) 
WAR IN RUSSIA. 








Bat-MaColite (ols 


SCENERY DISKS 
EUROPE, HAWAII, JAPAN (SUB LOGIC) 
EXOTIC ISLANDS 
CALIFORNIA COLLECTION 
GRAND CANYON, HAWAII, 
GREAT BRITAIN SCENERY 3 DISK SET .. 





1942 PACIFIC AIR WAR. 
AIR TRAFFIC CONTROL 




























AIR COMBAT CLASSICS (Battle of Britain, Battlehawks, 

















AIRLINE TRANSPORT 


NORTHERN ENGLAND VER. 2. 
REAL WEATHER PILOT... 
SCENERY ENHANCEMENT EDITO! 


AV8 HARRIER (SVGA). 
CHUCK YEAGARS AIR COMBAT. 


EVASIVE ACTION 
F14 FLEET DEFE! 
F19 STEALTH FIGHTE! 
FALCON 3 (Ver D) & MIG 29 

FIGHTING TIGERS 


US EAST/WEST 


PARIS/NEW YOR! 
SAN FRANCISCO/WASHINGTON 
MAXIMUM OVERKILL.. 
MISSION DISK 1 
FLIGHT SIM TOOLKIT PACIFIC STRIKE 

SPEECH ACCESSORY PACK 
SECRET WEAPONS OF THE LUFTWAFFE 

DO335, HE162 MISSION DISK: 
STRIKE COMMANDER... 
STRIKE COMMANDER SPECIAL OPS 1 


MISSION DISK ICE & ISLANDS... 
AIRCRAFT & ADVENTURE FACTOR’ 
FLIGHT 911, 685, 701....... 
AIRCRAFT & FACILITY DIRECTORY .. 
PILOTS POWER TOOLS (INC FLIGHT PLANNER). 
AIRCRAFT & SCENERY DESIGNER 
GRAPHICS & SOUND UPGRADE 





















TORNADO INC DESERT STORM 
DESERT STORM 

























ARMOURED FIST........ 
ALONE IN THE DARK 
AWARD WINNERS 4 (EL! 
SENSIBLE SOCCER, ZOOL) 
BENEATH A STEEL SKY. 
BETRAYAL AT KRONDOR 
CHAOS ENGINE 
DARK SUN. SHATTERED LAND: 
DAY OF THE TENTACL! 


DUNGEON HACK 
ELDER SCROLLS 


PLAYBOY DATE BOOK 
POLICE QUEST IV..... 
PRINCE OF PERSIAI 
QUEST FOR GLORY 1 (VGA) 
QUEST FOR GLORY 3 (WAGES OF WAR) 
RETURN TO ZORK... 
RISE OF THE ROBOTS 
ROBOSPORT (WINDOWS) 
SAM & MAX HIT THE ROAD 
SHADOWCASTER 
SHADOWS OF DARKNESS 
SIMON THE SORCEROR 
SPACE QUEST 1-4 VGA .. 
SPACE QUEST 5 






















EYE OF THE BEHOLDER 
GABRIEL KNIGHT 





STREETFIGHTER Il (inc Strategy Guide; 











INDY CAR RACING. 
JURASSIC PARK 
KINGS QUEST 1 
KINGS QUEST 
LANDS OF LORE. 
LEATHER GODDESSES OF PHOBOS | 
LEISURE SUIT LARRY 1 
LEISURE SUIT LARRY 6 
LEMMINGS II The Tribes 
LOST TREASURES OF INFOCOM 1 (20 games) 
MECH WARRIOR 2. 
MICRO MACHINES .. 
MS ENT PACK FOR 
MS ARCADE (Asteroids, Battlezone, Centipede + more) ... 
MONKEY ISLAND 1 
MONKEY ISLAND 2 (Le Chucks Revenge) 
MORTAL KOMBAT .. 









DATA DISK ‘(American Edition). £17. 
THE GREATEST (DUNE LURE OF THE TEMPTRESS, SHUTTLE).£29.99 








ULTIMA 7 Il (SERPENT ISLE) 
ULTIMA VIII (PAGAN) 
SPEECH ACCESSORY PACK 
ULTIMA UNDERWORLD Il (Laby: 
ACCESSORY PACK .. 
VEIL OF DARKNESS 
WING COMMANDER 1 
Mission disks 1 & 2 Dual Pac! mare 
WING COMMANDER 2 + Speech Accessory Pack £34.99 
Special Operations 1 & 2 Dual Pack.. 
Speech Accessory Pack... 
WIZARDRY 7 (Crusaders of 


















MISSION DISK (Imperial Pursuit 
MISSION DISK 2 (B Wing) 





MICROLAND BULLETIN 
BOARD SYSTEM 


0891 990 505 Way 0483 725 905 | 
To Download To View 


Shareware to download at V32bis, 
V32, V22bis, V22, V23, & HST etc. 8 
data bits, no parity. 


INTERNET CONNECTED 


Microland is now connected to the world’s largest network. We now provide full global mail, news, 
_ software archive, and interactive services, Don't miss out, get connected and explore the world of 
Internet. Download from the biggest archives in the world, Services subject to availability, 


Why wait for your software when you can download now direct to your computer. Microland 
offers you high speed connections and most files are compressed to minimise the cost, Check it 
out on 0483 725 905 at normal call charges. So much shareware you are spoilt for choice, 


Calls to 0891 990 505 charged at 36p per minute cheap rate, 49p per minute all other times, 
Trevan Designs Ltd. PO Box 13, Aldershot, Hants, GU12 6YX. 


PROTECT YOUR COMPUTERS AND OFFICE EQUIPMENT 
WITH 


aie PRICE YOU SEE IS THE PRICE YOU PAY } 


D- ‘ROMS 
RY ALMANAC 


0 Bsoth seamless video clips, and a very quick search. 
IC GUIDE 4l 
MPEAL SET (3 VOLUMES) : 69. 


art in CGM and WMF formats, in full colour and 
rey scale, including a Windows browser program. 


RS TEACHER TROUBLE .. 27. 
bY BEAR S TO SCHOOL ... 
fil, inieractive, pre-school story/game revolving around school 
; pelling & more. 

BEAR GC S TO SP. 


OF PC/WINDOWS SHAREWARE 19. 


RARY a 32 
: more than 2 
et works and a Gre k/Hebrew lexicon. 
fT EXTRAVAGANZA 2 CD . . _ 48 
EWSROOM GLOBAL VIEW. 
ister ing to commen study the resources, economics. 
ify strengths and cultures of 
create & print line/bar/pie charts, display maps of various 
2 nt! 
IR - DOS 6 oe ~ 22 
3 
[shareware fun! 
B 
B 
on one CD - WAV, SND, ROL, utilities ete 
ILA UNLEASHED 47 


ie producers of Sherlock Holmes, stunning graphics & audio. 


31 


23.99 | SOUNDBI 
2 


E FOR WINDOWS VOL.1.1#*NEW** 
PLATINUM(WIN) 


AL EXPLORER........... 82 


® beautiful, seamless, full-colour maps of the whole world 
0 places indexed, street maps of major world cities, 
iphical maps, country profiles, loads more! 


0) pos & VISION **NEW** .... 


sere entenesoerevrsteesenees 2 


HOW RDER 


59.99 


rious lands around the globe. 


LIBRIS BRITANNIA 3 **NEWer 
MAD DOG MCREE 
MICROSOFT ENCA\ 
45} The definitive encyclopedia on nC D. Amazingly compre! 
99} range of subjects, very fast word search, maps, photos, p 
diagrams, animations the list goes on and on. 
MINERVA 2 
25] MINERVA 3 
99 | MINERVA 4 
MINERVA 5 **NEW** 
The late 
program . utilities, Windows progs. ete. 
99] MINERVA SET - 2,3,4 & 5 (4 CD) 
99] MULTIMEDIA COMPU 
) | NIGHT OWL 11 **NEW* 
NIGHT OWL GAMES ... 
99} Released at the end of las 
of shareware games. 
OXFORD ENGLISH REFERENCE LIBRARY .. 
Massive collection on CD. f 
Complete Works of Shakespeare, R 
Oxford Guide to English 
95} PLANT DOCTOR ........... 
99 | PUBLISHER PLATINUM (WIN) a 
SCARY POEMS FOR ROTTEN KIDS..... 
99] SELECTWARE VOL.S (DOS/WIN) NEWS? 
99] SHAREWARE OVERLOAD TRIO (3 
SHUTTLE (VIRGIN) ‘ 
45} SO MUCH SHAREWARE 3 
SOFTWARE VAULT GAMES 
99] Good value CD with lots of different shareware games. 
STER EXPERIENCE VOL.1 **NEW** 
40| SPACE & RONOMY **NEW** .. 
| 1080 images, 5000 text files, plus astronomy and space share 
'| SPORTS ILLUSTRATED ALMANAC . 
SUPER ARCADE GAMES VOL.3 .. 


15.75} T.F.X. 


99] THE TALE OF BENJAMIN BUNNY ......... 
00 | THE TALE OF PETER RABBIT ..........00.-: 
TOO MANY TYPEFONTS 
Type fonts in all formats, Truetype, Adobe Ty, 
Adobe Type 1, WEN. font managers and more. 
50} WALKTHROUGHS & FLYBYS 
WORLD OF SHAREWARE (3 CD) **NEW** 


Price Gu 


Ld (-Telt-My-lale Mel al-Te [0-194 ole)}(0]e)co(-1mmanle(e(-M ele) idole) (-M ied O10) 3M e@) V1 UNI: 8 (ok 
Venture House, Cross Street, Macclesfield, Cheshire. SK11 7PG. 


Tel: 0625 430085 


Fax: 0625 430095 





RC SIMULATIONS 


THRUSTMASTER 


The pinnacle of excellence from the USA 
The modem range of sophisticated and complex flight simulations such as Falcon 3 and Aces over Europe are increasingly difficult to master 
with "Garden Variety" shoot em’ up joysticks. Space invaders are rarely equipped with sidewinders! 
THRUSTMASTER replica controllers increase your survivability and quadruple your pleasure 


WEAPONS CONTROL SYSTEM 
FLIGHT CONTROL STICK No more fumbling for chaff and flare with this fully programmable 
This replica Phantom joystick has double the replica F15 type Throttle Control. WCS Mark I now works with 
usual number of Fire buttons and a ":Coolie all programs and even allows you to program FCS buttons and 
Hat" that lets you select views simply and simply connects into your keyboard socket and game port. 
quickly with aly modern air combat sims. FIRE UP THAT AFTERBURNER FOR JUST £109.95 


PEDAL CONTROL SYSTEM 
looking joystick in the known universe Me irghb cache RUDDER PEDALS ARE HERE. These 
ais are made in the highest standards from aluminium and 
Standard FCS ......-escsreeeeere £79.95 perform just like those in 4 F16 Falcon. Set a new course for 
Pro MKII ....sscceecreeeeeereereereee 109.95 only £109.95 
MICROSOFT Flight Simulator - All Add-ons in stock, Sublogic Light Flight 
Business Jet Simulation £24.95 inc!! Air Traffic Control for Windows £39.95 
Parallel Game Port - THE JOYSTICK PORT FOR PORTABLES. 


PROTRACK 


The foremost security coding and marking 
system available in the UK 


America’s No 1 choice for computer jet jockeys, 
Available in 2 versions. This is the meanest 


Registration pack includes: 
Protrack Security Card 

Protrack UV Pen 

Protrack Engraver and Stencil 
Protrack Permanent Marker 

Large Selection of Warning Stickers 
Protrack Key Fob 


formed 
Unit 18 ve Tradi 
Bristol. BSS BAY. Tel 


PLAYER 


ADVERTISING 


Tel: 0865 202770 
Fax: 0865 202771 


IS THERE ANOTHER OPTION 


Fax: (0272) 41 


All the above and your first 
years registration for only 


£14.99 


Send Cheque/PO for £14.99 to 
PROTRACK SECURITY LTD. THE LOCKSTORE, 
LOCK LANE, BIRDHAM, WEST SUSSEX. PO20 7BB 


TEL 0243 513903 


A 





BACK ISSUES 


before it’s too late! There’s 
still time to get your hands on 
the last four issues of PC 


Player. Don’t wait for too long because 
supplies are already running extremely 
short, so move now if you want to 
complete your collection of the only 
magazine dedicated to the serious side 
of PC entertainment... 


SIMPLY FILL IN THE FORM BELOW 
AND INCLUDE A CHEQUE OR POSTAL 
ORDER FOR £3.00 
















Make sure you don’t miss out in future 
months by subscribing to ensure that 
you receive your copy of the magazine 
every month? Simply turn to page 46 for 
further details of how you can get a 
year’s supply of simulation, adventure 
and strategy coverage along with a top- 
quality game thrown in at a bargain 
basement price. eal 








V4. 


SIMULATION ADVENTURE STRATEGY 


REVOLUTIO! IBBONS 





ISSUE ONE ISSUE TWO ISSUE THREE ISSUE FOUR ISSUE FIVE 

The first issue of the most Featuring the first ever Graphic novelist Dave Creation simulation TIE Fighter — the sequel to 
innovative and original PC review of Sam & Max, Gibbons talks to PC Player _—_ special — a massive Super one of the biggest games 
games publication on the along with Aces Over about his involvement Test of all the very best in of 1993 was exclusively 
market. If you missed out, Europe, IndyCar Racing, with Virgin’s superb ‘god’ sims along with the revealed in issue five 
order quickly because this Star Trek: Judgment Rites Beneath a Steel Sky. Plus, definitive review of one of along with a review of one 
is already in very short and much more. Again, how Silicon Graphics are the biggest games of 1994 of the greatest games ever 
supply. very few copies are left. affecting PC games. — Sim City 2000. — Doom. 








PAGE 93 





NAME: £3.00 PER ISSUE (INC P&P) 














ADDRESS: PAYMENT BY CHEQUE OR POSTAL ORDER 








PAYMENT MADE TO MAVERICK MAGAZINES LTD 














SEND COMPLETED FORM AND PAYMENT TO: 











PC PLAYER BACK ISSUES, 






































POSTCODE: MAVERICK MAGAZINES, 
PLEASE SEND ME THE FOLLOWING BACK ISSUES: 16-17 HOLLYBUSH ROW, 
OXFORD, 








aie 


| Subject to availability 











OX1 1JH. 

















LEADS SELECTION 


ANALOGUE JOYSTICK ADAPTOR FOR AMIGA. 

PANASONIC KXP2123 EPSON LQ100 ALLOWS ANY 15 PIN ANALOGUE PC JOYSTICK 
‘O BE USED ON ALL AMIGAS WITH GAMES THAT 

COLOUR PRINTER PRINTER FEATURE ANALOGUE CONTROL ... 
24 PIN, 80 COLUMN, 192 CPS/64LQ, 7 24 PIN, 80 COLUMN, 250 CPS/72 
FONTS (1 SCALABLE), EXTREMELY LQ, 8 FONTS (2 SCALABLE), - ANTI-SURGE 4 WAY MULTIPLUG EXTENSION 
QUIET 43.5 DBA NOISE LEVEL, FREE . QUIET 50DB NOISE LEVEL, 1 ra > LEAD FOR ANY ELECTRICAL DEVICE 
PRINTER LEAD. 1 YEAR WARRANTY. f EASY TO USE CONTROL PANEL, eae ff: ) | (EG. COMPUTER/CONSOLE/VIDEO). 


ONE OF THE QUIETEST DOT MATRIX _» 4) FREE PRINTER LEAD. i, PROTECTS YOUR VALUABLE 
4. EQUIPMENT AGAINST DAMAGING 
PRINTERS ON THE MARKET d 1 YEAR WARRANTY. ELECTRICAL SURGES. ........ssereccessenseveeent 25.99 


Uaipibatsoheuaceereiaraacaes 214.99 . EXCEPTIONAL QUALITY LOW 
, # COST 24/PIN PRINTER FOUR PLAYER JOYSTICK ADAPTOR FOR AMIGA OR ST. ....ssssssessseessssssseeeesesensoes 7.99 


CANON Bu10 SX 164.99 
BUBBLE JET PRINTER EPSON STYLUS 800 (1s UETRRS. 2X PHONG PLUGS TO 2X PHONO PLUGS) 


64 NOZZLE, 80 COLUMN, 110LQ CPS CAN ALSO BE USED TO CONNECT STEREO VIDEO TO HI-FI, 


2LQ/3 DRAFT FONT, 1 YEAR “ i IN KJ ET PRINTER. AND HI-FI SEPARATES TOGETHER  ........cccsccesceeseseenuscesenneseseneseenseteeesrnseennene 3.99 
WARRANTY, FREE PRINTER LEAD. A " ee " _ 
: ' 48 NOZZLE, 80 COLUMN, HI-FI AUDIO LEAD - MEGADRIVE 1 TO STEREO 
SMALL, PORTABLE PRINTER, VERY 7 saeun ce 360DPI (1.2 METRES, 3.5MM JACK PLUG TO 2 PHONO PLUGS) 
QUIET IN OPERATION YET GIVING t RESOLUTION 4 SCALABLE CAN ALSO BE USED TO LINK PERSONAL STEREOS/PERSONAL 
OUTSTANDING PRINT QUALITY. t FONTS, LOW RUNNING COSTS CD PLAYERS TO HI-FI SYSTEMS. .......sscssscsesssenrseseseessesessnecsasessnssnesssessacensacenseenl 6.99 


FASTER AND QUIETER THAN THE EASY TO USE CONTROL PANEL. HI-FI AUDIO LEAD - MEGADRIVE 2 TO STEREO 
BJ10EX. . FREE PRINTER LEAD. 2 YEAR (1.2 METRES, 9 PIN MINI DIN TO 2 X PHONO PLUGS) o........csscsssessessesssssuesseesesnnees 8.99 


CITIZEN SWIFT 90C WERE ONE 264.99 HI-FI AUDIO LEAD - MONO VIDEO TO HI-FI 


R PRIN (1.2 METRES, 1 X PHONO PLUG TO 2 X PHONO PLUG) .......ccccceeseeeeeeeesseneneeeeennen 4.99 
ene pcb Se ac buick STAR SJ144 COLOUR HI-FI AUDIO LEAD - SNES TO STEREO 


6NLQ FONTS, 2 YEAR WARRANTY, d THERMAL PRINTER (1.5 METRES, SNES CONNECTION TO 2 X PHONO PLUGS) .... 
FREE PRINTER LEAD. A9 PIN PRINTER JOYSTICK EXTENDER CABLE FOR AMIGA OR ST (3 METRES). 
WITH COLOUR FACILITY (PC COMPATIBLE) JOYSTICK SPLITTER CABLE FOR AMIGA OR ST 
AND FULL PAPER HANDLING t LASER QUALITY. 3 PPM MONO, ‘ALLOWS 2 JOYSTICKS TO BE CONNECTED TO 1 PORT 
FUNCTIONS. f TAPPNTCOLOUR: S60x960.DPh of i sake ee ee a ee ee tee 
: GRAPHICS RESOLUTION. 8 KEYBOARD EXTENSION LEAD FOR MACINTOSH TO KEYBOARD ........:0ccseseseeseee : 
RESIDENT FONTS; 15. THUE-TYPE MAINS CABLE - PC BASE UNIT TO MONITOR ......:..ssesssessssssennscnnsonssnseaseevenvennennnee 


CITIZEN SWIFT 200C FONTS ON PC DISK. 1 YEAR 


NULL MODEM CABLE 
PRINTER + COLOUR KIT Wham es aa aie Mil tS (CONNECTS 2 COMPUTERS FOR HEAD TO HEAD PLAYING ON 


24 PIN, 80 COLUMN, 216CPS/72LQ 6 LQ/1 : CERTAIN GAMES SUCH AS POPULOUS, FALCON, KNIGHTS OF 
DRAFT FONT, AUTO SET FACILITY, THE SKY, FORMULA 1 GRAND PRIX AND VROOM) ....ssssssssevossssssvesseeeeesunnssesee x 
INPUT DATA BUFFER, AUTO PAPER STAR LS 5EX LASER PORT EXTENSION ADAPTOR FOR AMIGA OR ST (PACK OF TWO). 

pein re ee been PRINTER EXTENDS JOYSTICK AND MOUSE PORTS BY 21CMS ......:..:cccsccssccsssssssssssssesssssse a 
LEAD. , i (PC COMPATIBLE) PRINTER LEAD (PARALLEL) 1.5 METRES FOR AMIGA, ST OR PC 


CITIZEN 240C PRINTER + 9 tnemony exeanbaBce To 7, STVLEWATER OR STYLEWMTEN 2 PANTER METRES) nner 
COLOUR KIT a Geeteeue ania: TE BCAL ABLE) & RF LEAD - TV TO CONSOLE OR COMPUTER. (2 METRES) 

x pe Ste ee nance sLan 15 TRUE-TYPE FONTS ON DISK. RF SWITCH - AMIGA, ST OR CONSOLE 

FREE PRINTER LEAD. ADVANCED SITE WARRANTY. FREE PRINTER WITHOUT DISCONNECTING LEADS) cores esnsninennsssnnannsnaninne 3.90 
VERSION OF 24E WITH AUTOSET 


FEATURE AND LCD CONTROL PANEL RGB EXTENDER CABLE FOR AMIGA 500 OR PLUS. 
. ALLOWS TV MODULATOR TO BE EXTENDED FROM BACK OF MACHINE OR 


EXTENSION TO RGB MONITOR OR EXTERNAL DISK DRIVE 


SWITCHER BOX FOR AMIGA, ST OR PC. 
CONNECTS TWO PRINTERS OR TWO PERIPHERALS TO 


APPLE PRINTERS ee 


BOTH MACINTOSHES 
COME COMPLETE FOR ANY MACINTOSH OR PERFORMA. SWITCHER LEAD (STRAIGHT THROUGH CABLE). 


CONNECTS AMIGA, ST OR PC TO SWITCHER BOX. 
i — sarge ale a 1.8 METRES PARALLEL (MALE TO MALE 25 WAY D CONNECTORS) ...........0000e00008 9.99 


INTEGRATED 360 DPI FOR NEAR LASER TV LEAD - AMIGA CD-32 TO SVHS TV OR VIDEO. «...ssssssssssseeessssnsnsnnsseessecensnsnnsssss 7.99 
SPREADSHEET, i QUALITY OUTPUT. COMPLETE 


WORD PROCESSING B) WITH SHEET FEEDER FOR A4 MONITOR LEADS 

AND DATABASE SHEETS OR ENVELOPES, 

SOFTWARE AND a PRINTER LEAD & MONITOR LEAD - AMIGA CD32 TO PHILIPS CM8833 MK2 

MICROSOFT FLIGHT ' -- INSTALLATION SOFTWARE. (OR:CBM "10GASIMENITOR Rees stares RSS gece ssecachcvenacsissooncossnsactqsonrsvisanrcreaed 7.99 
SIMULATOR 4 canenini MONITOR LEAD - AMIGA TO PHILIPS CM8833 MK2 

PLUS : IORI CBM 1 OOAGONITOR see cortessessstvseaclecsscccsessescsucovcazadbacosecnnseopcGieqansosurtass 7.99 


FREE MEMBERSHIP == APPLE PERSONAL LASERWRITER 300 Ppa bere AS Aoi apa 
4780 WITH 14” 300DPI, 4 PPM, 512K RAM. A VERY CAPABLE LASER MONITOR LEAD - MEGADRI 
PRINTER WHICH DOES NOT REQUIRE LOCAL TALK. OR CBM 1084S MONITOR 
PERFORMA COLOUR MONITOR COMPLETE WITH PRINTER LEAD, TRUETYPE & MONITOR LEAD - MEGADRIVE 1 TO PHILIPS CM8833 MK2 
25MHz 68030 PROCESSOR, 4MB RAM, KEYBOARD, MOUSE, GREYSHARE SOFTWARE. VERY EASY TO INSTALL 565.99 OR CBM T0G4S MONITOR: sonscsssesnskcrsucsceracsssovsconcsssovonccoussesvcsscevevesnncosesoveseatsaaes 8.99 


MICROPHONE, 3.5” 1.44 MONITOR LEAD - SUPER NES TO PHILIPS CM8833 MK2 
H a a nee Are ticbbaeeg Sabla INK CARTRIDGE FOR APPLE STYLEWRITER II PRINTER. ............ 15.99 OR CBM 1084S MONITOR 


APPLE TONER CARTRIDGE M204G/A FOR 300 SERIES 
WITH SOFTWARE AS LISTED ABOVE & APPLE PERSONAL LASERWRITER PRINTERS 


FREE MEMBERSHIP. ........sssssessusssessecssssssssecsueeneeses 829.99 ° SCART LEADS 

ot SRAVISIGAMEIEAD SCART LEAD - AMIGA CD32 TO TV WITH SCART INPUT, 
APPLE MACINTOSH LC475 8/1 60 WITH 14 EORIMACINTCSH REQUIRES TV WITH MANUAL SWITCHING SCART CHANNEL. . 
PERFORMA COLOUR MONITOR SCART LEAD - AMIGA TO PHILIPS TV WITH SCART INPUT 
25MHZ 68LC040 PROCESSOR, 8MB RAM, KEYBOARD, SCART LEAD - AMIGA TO SAMSUNG TV WITH SCART INPUT . 
MOUSE, MICROPHONE, 3.5" 1.44MB SUPERDRIVE AND SCART LEAD - AMIGA TO SONY TV WITH'SCART INPUT. 


SCART LEAD - AMIGA TO TOSHIBA/HITACHI TV WITH SCART INPU 
INTERNAL HARD DISK 160SC. ONE YEAR WARRANTY. KEYBOARD EXTENSION LEAD SCART LEAD - AMIGA TO TV WITH SCART INPUT 


COMPLETE WITH SOFTWARE AS LISTED ABOVE & FOR MACINTOSH MAC+/SE/II 9.99 SCART LEAD - ATARI 
oc veneenscovccsncnsescesenesscacuass ft - ST TO SONY TV WITH SCART INPUT 
FREE MEMBERSHIP 1059.99 SCART LEAD - MEGADRIVE 1 TO TV WITH SCART INPUT 
PRINTER LEAD - STANDARD LEAD SCART LEAD - MEGADRIVE 2 TO TV WITH SCART INPUT 
Lan ON LGare OS PIN. ALSO ITS St FOR MACINTOSH TO IMAGEWRITER/STYLEWRITER SCART LEAD - SUPER NES TO TV WITH SCART INPUT 


LCI OR LC475 (72 PIN. ALSO FITS 
TUTTE CENTRIS AND QUADRA 610, 650 & 800 PRINTER (2 METRES) isscisscsarttiicinienscstinsenanngand 8.99 SCART LEAD - TV TO VIDEO (SCART TO SCART) 
MODELS). EASILY INSTALLED TO ; 


ee FROM 4 MB RAM TO 8 MB RAM MORE MACINTOSH PRODUCTS COMING SOON 


B oOo KS DUNGEON MASTER HINT BOOK ..3.99 PC GAMES, HINTS, TIPS, CHEATS AND SONY KVM1400 14” 


EYE OF THE BEHOLDER 2 HINT BOOK ......8.99 ADVENTURE SOLUTIONS ....-.s..cccssesssson 8.99 

A-TRAIN OFFICIAL STRATEGY GUIDE .99 EYE OF THE BEHOLDER HINT BOOK .99 SECRET OF MONKEY ISLAND FST COLOUR 

AMIGA 1200 INSIDER GUIDE FALCON 3 COMBAT STRATEGY GUIDE ...25.99 HINT BOOK j..ccsssssssssssevsssssscsssssssersveneee 8.99 ae 

(ALL YOU NEED TO KNOW ABOUT GUNSHIP 2000 OFFICIAL SECRET OF MONKEY ISLAND 2 ‘ SCART TELEVISION/ 

THE AMIGA 1200) .99 STRATEGY GUIDE 190) HIND ROOK cee scssscscscinsesdesbrecioned 8.99 \aee 2d 

AMIGA 1200 INSIDER GUIDE- INDIANA JONES AND FATE OF ATLANTIS. STREETWISE GUIDE TO THE PC . MONITOR+ REMOTE 

NEXT STEPS .99 HINT BOOK. WALKTHROUGH SOLUTION (EASY TO READ GUIDE TO THE P CONTROL. 

LER (A BEGINNERS (TEAM, WITS AND FISTS PATHS) WORLD OF PC'S) 5 

GUIDE TO PROGRAMMING) .99 SPECIAL RESERVE CLUB VERSION .........3.99 STUNT ISLAND OFFICIAL : . 60 CHANNEL TUNING, 

AMIGA GAMES, HINTS, TIPS, CHEATS LITTLE BLUE WORKBENCH 2 BOOK .99 STRATEGY GUIDE f if. 9) REAR SCART INPUT, 

AND ADVENTURE SOLUTIONS ..........0.0:-+- 8.99 LITTLE RED WORKBENCH 1.3 BOOK .99 ULTIMA 7 AND ULTIMA UNDERWORLD <= ™ fe) HEADPHONE SOCKET, 

AMOS IN ACTION (A GUIDE TO USING MACINTOSH BIBLE (4TH EDITION) .! GUIDE BOOK ... iil Bs . - . TWO POSITION TILT. 

AMOS WITH PRACTICAL EXAMPLES) .99 MACS FOR BEGINNERS ‘99 WINDOWS 3.1 BIBLE . “27: BLACK TRIN : 

CIVILISATION GUIDE BOOK MASTERING AMIGA AMOS WING COMMANDER 1 ITRON 

BY SID MEIERS 49 (ADVANCED GUIDE TO THE AMOS GUIDE BOOK ; . | SCREEN, LOOP AERIAL. 

ISH COMPUTER GAMES GUIDE PROGRAMMING LANGUAGE) . .99 WORDPERFECT 5.1 QUICKSTART i ; 

(HINTS, TIPS AND POKES FOR MASTERING AMIGA C ‘99 WRITING ROLE PLAYING y FREE SCART LEAD 

OVER 600 COMPUTER GAMES) .99 MASTERING AMIGA PRINTERS . .99 GAMES IN AMOS OES ee 

CORISH CONSOLE GAMES GUIDE MASTERING AMIGA DOS 3 TUTORIAL i 

(HINTS, TIPS AND POKES (GUIDE TO GETTING THE MOST TUTORIAL VIDEO SONY TV (GREY) . 194.99 

FOR CONSOLE GAMES) .... ...8.99 FROM AMIGADOS 3) .99 BEGINNERS VIDEO TO “t04. 

CORISH’S PC GAMES GUIDE 12.99 MS DOS 6 QUICKSTART BOOK 7.99 THE AMIGA A1200 (VHS) SONY TV (WHITE) .. --194.99 
SONY TV + FASTEXT +++2249.99 





PC CD ROM TITLES .., 








CDi TITLES 











Sob es alga encase nce gio ALICE IN WONDERLAND 27.99 
TTH GUEST VGA 256 COL INDIANA JONES AND THE FATE OF ATLANTIS. 34.99 
(GRAPHIC HORROR MYSTERY) «....+-ssessssssseeee 30.99 |NTERPLAY TENTH ANNIVERSARY ANTHOLOG SONAL TEMAS Pom a+ 
ALTERNATIVE COLLECTION OUT OF THIS WORLD, STAR TREK - 25TH ANNIVERSARY, ETHER 30.99 
BULLY'S SPORTING DARTS, POPEYE 2, POSTMAN PAT3, {SaSTLES, LORD OF THE RINGS, BATTLECHESS, DRAGON KETHER --0.- 0 Pa 0.99 

UCKLEBERRY HOUND, THE MUNSTERS, GALACTIC WARS, WASTELAND, BARD'S TALE, TASS TIMES, LINK, THE FACES OF EVIL . : 

WARRIOR RATS, SOOTY AND SWEEP)......... "19.99 MINDSHADOW) : 31,99 PALM SPRINGS GOLF 34,99 
B17 FLYING FORTRESS & SILENT SERVICE . 127: 


IRON HELIX... 
JFK - ASSASINATION 









BATTLE ISLE 2 ...... 
BATTLES OF TIME 
(PERFECT GENERAL, BATTLE ISLE, 
IRST SAMURAI, MEGA LO MANIA) 
BENEATH THE STEEL SKY .. 
BLOODNET..........ccss0000 eee 
CASE OF THE CAUTIOUS CONDOR 
CHALLENGE PACK 
EPIC, F29, PUSH OVER, ROBOCOP 3, MIGHT & MAGI 
ONTRAPTIONS, D-GENERATION, PAPERBOY 2. 





22. 
1.99  JOURNEYMAN .. 
8.99 JURASSIC PARK 

-34.99 KINGS QUEST 5 

KINGS QUEST 6 

C2, KINGS TABLE_.. 





LANDS OF LORE 





CHESSMASTER 2100)... 25.99 

CHAMPIONSHIP MANA\ 1.99 ne Suit YAR 6 
SORANCHE - MAXIMUM OVERKILL ap.ea'” LORDS OF MMONIGHT. 
CONSPIRACY... whet case MAD DOG CCT 


CUTE N CUDDLIES 




















'HE CREATURES WE LOVE TO LOVE)  ....cccscessenseet 41.99 rT 

NBERRAGE (cD ROM 1/99 EEL eibaes (DELUXE CD VERSION) 
CYBERSPACE . 6.99 MICROCOSM ... = 
DAEMONSGATE . 25.99 MICROPROSE COLLECTION 
DARKSUN-SHATTERED LANDS 28.99 (MIDWINTER, GUNSHIP, 3D POOL, MICROPROSE 
pay fel erie 29.99 SOCCER, RICK DANGEROUS, SAVAGE) . 
EDUCATIONAL INTERACTIVE WAR GAME) io, G MCnOSRTGOLS (er Ree) 

INASOUR ADVENTURE (GUILDSOFT) 8.99 OUTPOST . 
DINOSOURS - THE MULTIMEDIA ENCY' 9.99 PATRICIAN . 
DRACULA UNLEASHE! . 10.99 POLICE QUE: 
DRAGONSPHERE . 8.99 QUEST FOR GLO 

se REBEL ASSAULT V/386/2MB 


RETURN TO ZORK 
RISE OF THE ROBOT! 


N-CORE COLLECTION 
(HEIMDALL, THUNDERHAWK, 
CURSE OF ENCHANTIA) (1 MEG) 
F117A NIGHTHAWK & F15 STRIKE EAGLE 2 









F15 STRIKE EAGLE 3 .......... asi 7.99 
FLIGHT SIM TOOLKIT (CD RO! 
Sei KNIGHT...........005 i \. 
LDEN 7 
LEISURE SUIT LARRY 5, HEART OF CHINA, Sharan cos (CO ROM 
ED BARON, KINGS QUEST 5, GREAT COURTS 2, 








SHANGHAI 2, SARGON 5) . TFX : 
HIT FOR SIX V1 TORNADO Al 
F19 STEALTH, TITUS THE FOX, GRAND PRIX MASTER, TRIPLE ACTION V5 
SATAN, CHICAGO 90, STARGOOSE) ....c.ssssssssesseneoe0e 19.99 (CRAZY CARS 3, BATTLETECH,GRAND PRIX MASTER 
ULTIMA 1-6 «.ccssssssssss00s a 
(GUNSHIP, CRAZY CARS 3, MEGAPHOENIX, 
AIRBALL, ARCHIPELAGOS, STARRAY) | csssvesessssesoses 1 OT Oe TKE 
) 


(M1 TANK, F14 TOMCAT, BATTLETECH, 
LOTS & CARDS, SORYILS, PENTYS) ... 

HIT FOR SIX V5 

KNIGHTS OF THE SKY, BATTLETECH 2, 
HOSTBUSTERS 2, MONDU'S FIGHT PALACE, 

TIME BANDIT, FLASHY CARS) 





WINTER OLYMPICS 
WOLFPACK . 
XANTH ....... 


CD ROM DRIVES 





These multisession CD ROM drives are compatible with the Kodak Photo CDs, CD ROM 
games and will also play normal audio CDs. They are to MPC standards which mean 
they are compatible with all PC Soundcards. CDs can store up to 600 MB of data, 
making them the ideal media for games that have a large memory requirement, CD ROM 
games can offer fabulous graphics, sound and vast gameplay. 


PANASONIC CR562B 


INTERNAL CD ROM DRIVE FOR PC 
HIGH SPEED 320MSEC ACCESS, 
300KB/SEC DOUBLE SPEED DATA 
TRANSFER, INTERFACE INCLUDED, 
CD ROM XA & MULTISESSION 
COMPATIBLE. 5.25” HALF HEIGHT | 
DESIGN. AUTOLOADING CD TRAY 


169.99 


PRICE INCLUDES VAT & CARRIAGE 


SONY CDU31A033 


INTERNAL CD ROM DRIVE FOR PC 
HIGH SPEED 460MSEC ACCESS, 
300KB/SEC DOUBLE SPEED DATA 
TRANSFER, INTERFACE INCLUDED, 
CD ROM XA MULTISESSION 
COMPATIBLE. 5.25" HALF HEIGHT 
DESIGN. MOTORISED TRAY LOADING. 


159.99 


PRICE INCLUDES VAT & CARRIAGE 


| COMMODORE AMIGA (D32 





C D 2 M E LIONHEART . 

LITIL DEVIL . 
ALFRED CHICKEN ... .18.99 LORD OF THE RINGS 
ALIEN BREED S/E + QWAK. “17.99 LOTUS TRILOGY (LOTUS 
ARABIAN NIGHTS (AGA) .. .12.99 MEAN ARENA . 
BRUTAL FOOTBALL . ‘19:99 MICROCOSM . 




















1,2, 





BUBBA'N' STIX ... .18.99 NIGEL MANSELL'S 
BUBBLE AND SQUEAK . .19.99 CHAMPIONSHIP .... 
CAPTIVE 2 - LIBERATION .14.99 | NO SECOND PRIZE 
CASTLES 2. 0.1004. "20.49 OVERKILL & LUNER: 
CAESARICOHORT 2 "20.99 PINBALL FANTASIES 
CHAOS ENGINE 17.99 PINKIE 


‘41199 PIRATES 
“48.49 | PROJECT X S/E + 

‘99 F17 CHALLENGE ............ 
9.99 ROBOCOD (JAMES POND 2) 

99 RYDERCUP........... 

99 SENSIBLE SOCCER . 
;99 SKELETON KREW . 
99 SLEEPWALKER . 
99 SUPER STARDUST 
99) ATEN seconSearstsecocssys 
9.99 TRIVIAL PURSUIT . 


FURY OF THE FURRIES . 
GLOBAL EFFECT 


GUNSHIP 2000... 
HEREWITH THE CLUES . 9.99 ULTIMATE BODY BLOWS 
HUMANS 1 & 2......... (BODY BLOWS & 





BODY BLOWS GALACTIC) 
URIDUM 2 a 
WEMBLEY INTERNATIONAL 
SOCCER . 

ZOOL ... 
ZOOL 2 


JAMES POND 3 - 
OPERATION STARFISH . 
JOHN BARNES ... 
JURASSIC PARK 
K240 (NAGA) ...... 
LABYRINTH OF TIME 








(FULL MOTION VIDEO CLIPS AND ARCHIVAL 
INFORMATION SURROUNDING THE MOST 
99 FAMOUS ASSASINATION EVER). 


MAGNETIC SCROLLS COMPILATION 
FISH, CORRUPTION AND GUILD OF THIEVES) 








Ss 
ROCK-N-ROLL DECADES (THE 50'S) . 
SAM & MAX HIT THE ROAI 
SHERLOCK HOLMES MULTIMEDIA . 
SIM CITY ENHANCED (CD ROM) 
1.99 SOFTWARE JUKEBOX (GAMES C! 


‘OMPILATION) 
8.99 STAR TREK - 25TH ANNIVERSARY 








TELSTAR DOUBLE PACK 


(WITH SECRET MISSIONS) 
WING COMMANDER 2 WITH SPEECH AND ULTIMA 

19.99 UNDERWORLD VGA 256 COL ...... 
WING COMMANDER AND ULTIMA 6 






















(REQUIRES FMV ADAPTOR) (RATED 15) « 
NAKED GUN 2 1/2 (RATED 15) 
ANDREW LLOYD WEBBER + RAIDERS OF THE LOST ARK 


BLACK RAIN (RATED 18) * 
BON JOVI - KEEP THE FAITH + 













SESAME STREET -LETTERS .. 25.99 
TETRIS... aeseee 

VOYEUR ae 
ZELDA, WAND OF GAMELON 
ZOMBIE DINOS FROM PLANET ZELTOID 


FOR PC SOFTWARE & 
PERIPHERALS SEE OUR 
ADVERT ON PAGES 36 & 37 


VIDEO CD'S 


FOR CD32 OR CDI - REQUIRES FMV ADAPTOR 
16.99 ANDREW LLOYD WEBBER : 
36-98 BLACK RAIN (RATED 18) «. 
'99 BON JOVI- KEEP THE FAITH 
"99: BRYAN ADAMS ® ........s.00000 
‘99 CARTOON CARNIVAL (RATED U) 
"28.99 FATAL ATTRACTION (RATED 18) 
"28.99 GHOST (RATED 15)* ......0..0-+: ‘ 
-31.99 HUNT FOR RED OCTOBER (RATED 15) + 
.28.99 NAKED GUN 2 1/2 (RATED 15)* ...... ‘ 
33.99 RAIDERS OF THE LOST ARK (RATED PG) + 
16.99 STAR TREK IV (RATED PG)+ . : 
THE CURE ® ceossses-00 roe 5 
THE UNTOUCHABLES (RATED PG) 
TOP GUN (RATED PG) ......... 
WAYNE’S WORLD (RATED 15) * 


FOR A RANGE OF 
PC COMPATIBLE 
PRINTERS & LEADS 
SEE OPPOSIT 













































































WITH REMOTE CONTROL, 
SCART INPUT, ON SCREEN DISPLAY, 
AUTO POWER OFF, SLEEP TIMER, 
ON TIMER, CHILD LOCK, 


(STATE AMIGA, ST, MEGADRIVE, SNES OR CD32). 


DANGEROUS STREETS PACK |/amca 


INCLUDES WING COMMANDER, OSCAR, | | Crea, 
DIGGERS AND DANGEROUS STREETS || contROL 
GAMES. CD BASED CONSOLE WITH | loan 
1200 32-BIT POWER. 256,000 aac 
COLOURS FROM 16.7 MILLION i 


PALETTE, 2 MEG RAM, FAST | a 
14MhZ 68020 CHIP. PLAYS” 
AUDIO CD’S VIA ON SCREEN 





FULL MOTION VIDEO CD 
MODULE FOR AMIGA (D32 


GIVES CD32 HIGH QUALITY FULL 
MOTION VIDEO CAPABILITY FOR 
MOVIES, MUSIC VIDEOS AND GAMES 
THAT FEATURE FULL MOTION VIDEO 
GAMEPLAY. SIMPLY SLOTS INTO 
BACK OF CD32. 


VIDEO CD'S 


GHOST (RATED 15) + 
HUNT FOR RED OCTOBER 



















(RATED PG) * o....sececescees 
STAR TREK IV (RATED PG) + 


BRYAN ADAMS + THE CURE + 

CARTOON CARNIVAL THE UNTOUCHABLES 

(RATED U) © ...cccssessseessesseessessesseeseeeeT 7.99 (RATED PG)*_....., . i 
FATAL ATTRACTION TOP GUN (RATED PG) + t 
(RATED 18) ©...cccsssssusseseceecnss ...15.99 WAYNE’S WORLD (RATED 15) 17.99 


We only supply official UK products. Official suppliers of all leading brands, We sell games and peripherals all at amazing prices for Megadrive, Master System, Game Gear, Super NES 
Gameboy, NES, Lynx, Amiga, Alan ST, PC, CD ROM and Apple Mac. And we sell T-shirts, Manga Videos and cuddly toys! Prices & offers correct al time of going to press, 2.3.94 








Special Retorse members can have a ths.. can YOU? 
“SO READ "NRG' Regular Club Magazine 


ek 





CHOOSE from our Huge Selection 
~ BUY at Best Possible Prices 
, SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN fabulous prizes in our FREE competitions 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 

4. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase could save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
PRIZE COMPETITIONS. Loads of prizes to be won in every 
issue of NRG, exclusive to members and free to enter! 


That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 









WO ae eh 





OPEN 10am til 8pm Seven Days a Week! 
Order/Confirmation/Receipt sent for every order. 
You can also Fax your order to us on: 0279 726842 


We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP CHELMSFORD SHOP 
2 South Block, The Maltings 43 Broomfield Road, 
Chelmsford, Essex 


Sawbridgeworth, Herts 





CLUB SHOPS OPEN 10am til 89m SEVEN DAYS A WEEK. 
Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 6 MONTHS |= ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 
UK MEMBERS 4.00 7.00 14.00 
OVERSEAS EC MEMBERS 6.00 9.00 18.00 
OVERSEAS WORLD MEMBERS 7.00 1100 72.00 


WEONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 


all 

















: (PLEASE PRINT IN BLOCK CAPITALS) PEAK 
| 

Name 

I 

: Address 

l 

| 

1 

1 Postcode 
1 

: Phone Machine. 

I 


Enter membership number (if applicable) or 
| NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 
i 
litem 


I 


cc oe ee ee eo ee ce ee es ee 








item 





item 





item 





ALL PRICES INCLUDE UK POSTAGE & VAT 








Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No. ) 
Card 
lexpiry date. Signature. 





I cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


Lo ~~~ 


MICRO MACHINES 


PC PLAYER ISSUE SIX 










CODEMASTERS 
£19.99 
REQUIREMENTS 
286, 640k, VGA, DOS 3.1 
SUPPORTS 
Soundblaster, AdLib, Joystick, Mouse 


Is there no end to the subjects that 
software designers see as fair game? 
Now, small toy cars have made their 
way onto the PC with what is arguably 
the most playable arcade racing game 
on the machine. 

Micro Machines (MM) is a look- 
down racing spree set over 27 courses. 
The machines that you get to race are 
not those that are normally associated 
with racing games — unlike Mansell and 
his Indy car, or Senna and his F1 
monster, MM is all about dinky little 
toys. Smaller than the average milk- 
bottle top, these cars, helicopters, 
speedboats and dune buggies race over 
various tracks littered with household 
nick-nacks. Fancy a few laps around the 
pool table, complete with cues and pool 
balls to hinder your progress? How 
about a table-top romp with erasers, 
pencils and a smattering of note pads? 
It really is a case of anything goes here, 
and with the option of knocking your 
opponent off the table onto the kitchen 
floor adding an extra bit of spice, a lot of 
fun is almost guaranteed to be had. 

For a PC game, the courses all 
scroll by at a superb rate. Of course, 
there is the odd occasion whereby a few 
jittery frames get in the way of things 
but these, thankfully, are few and far 
between. If two-player, fast action, fun 
games are your thing, then | strongly 
suggest that you seek out a copy of MM 
this instant. Codemasters has come up 


with a winner. SCORE Kk KK 





INTERPLAY 
£44.99 
REQUIREMENTS 


DOS 3.3, 640k RAM, 286, VGA, CD-ROM 


SUPPORTS 
Soundblaster, AdLib 


There are very few software houses 
around today that could hope to reach 
10 years of age. Don’t get me wrong, 
I’m not casting aspersions on business 
sense, product quality or any of the 
other variables that go together to make 
up that indefinable something known as 
‘success’, but 10 years ago the software 
industry was completely different to how 
it is now. Programming teams had less 
raw power to work with, and so had to 
make do with better techniques to get 
the most out of the machine they were 
working on. Interplay is a software 
house whose age has reached double 
figures and to commemorate the fact a 
CD package stuffed with 10 Interplay 
titles has been released. 

Going right back into the dawn of 
time, Mindshadow and Tass Times in 
Tonetown show us just how far things 
have progressed since these two 
games were young. Both are 
adventures, with Mindshadow allowing 
text input only and TTIT bearing a 
VERY early example of the now familiar 
point-and-click interface. The graphics 
are in CGA, and | don’t think I’m being 
that unkind when | say they look awful. 

The story-lines of both games are 
fairly strong though, it's just that the 


IN THIS SECTION PC PLAYER WILL REVIEW 
SHOOT’EM-UPS, BEAT’EM-UPS...YOU KNOW, 
THE GAMES THAT DON’T REQUIRE TOO MUCH 


THOUGHT, ALONG WITH CD-ROM AND 


Lt PREVIOUSLY AVAILABLE. 


UPDATES OF 


GAMES 





chances of you wanting to put down 
your copy of Sam and Max or Day of 
the Tentacle for the sake of either of 
these is pretty remote. The games 
themselves are fun to play, as long as 
you ignore the location graphics, but 
serve as nothing more than reminders 
as to how far technology has evolved. 

Battle Chess is a fairly bog-standard 
chess game that has the pieces 
chopping, hacking and fireballing each 
other to bits when an exchange takes 
place. The engine for the game is 
nothing special, relegating it to the 
ranks of strictly part-time players. 
Again, the game looks dated now but is 
fun for a while. 

The other games in the package 
(Bard’s Tale, Lord of the Rings, 
Wasteland, Dragon Wars, Star Trek 
25th, Castles) all seem to have aged 
more than they should have. That isn’t 
to say that they aren’t good games, it’s 
just that they seemed a lot better at the 
time. 

All the titles except one are strategy 
or adventure oriented, giving players 
with a love of this kind of genre a good 
(if dated) selection to choose from. The 
only game that doesn’t fit in with the 
overall pattern is Out of this World. At 
its most basic it could be described as a 
platform game, but there is something 
about it which gives it a lot more appeal 
than the average Sonic clone. A strong 
story-line is supported by some nice 
graphics to give something that dares to 
be a little different. 

For those of you out there who 
owned an 8-bit machine, then this is 
going to seem like a trip down memory 
lane, especially with the inclusion of 
TTIT and Mindshadow. The games on 
display aren’t revolutionary (some are 
as old as the company itself), but all 
offer something of an interactive history 
lesson to the new-ish PC user. One for 


nostalgia junkies only. SCORE %*%*&*& 
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VISIT OUR SHOP 
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FAST & FRIENDLY MAIL ORDER 


081 977 8088 “sss 


Strategic Plus Software 
28 D&E The Courtyard 







High Street 
Elder Scrolls - The Arena £35.99 Aces Of The Deep fren Hampton Hill 
Dragonsphere - CD £35.99 Operation Crusader erm Middlesex 
F-14 Fleet Defender (Microprose) £Call Pacific Strike! + Speech mem TW12 1PD 
Sim City 2000 £35.99 Across The Rhine P67-1/9 Tol: 081 977 8088 
F-18 Hornet (Falcon 3) £35.99 Tigers on the Prowl PA Or-1/I Fqy: 081977 4822 
Unnecessary Roughness £39.99 Flight Shop (FS5) p167-1/I Cserve ID 100014,3466 
SSN Seawolf £39.99 Beneath Steel Skies Floppy &CD £Call Tepe STRAT_PLUS 


Wizard 
qe Cs 
Myst - CD 
Tower £Call 
USA West Scenery £44.99 
ATP + USA East and West- CD £69.99 
Carriers at War Il £39.99 
Paris or New York (Microsoft for FS5) £21.99 
Washington (Mallard for FS5) £34.99 
Third Reich (Avalon Hill) Pi O7-1/ 
Gettysburg (Windows) £35.99 
Links - Castle Pine £Call 
Ravenloft- The Uninvited £Call 


£Call 
£33.99 
p21 6r-1/) 


£35.99 
£39.99 
£39.99 
£17.99 

£Call 
£35.99 
£35.99 


Shadowcaster - CD 

Metal and Lace NR18 
Civilization (Windows) 
Privateer - Righteous Fire 
Delta V 

Great Naval Battles II 
Starlord 

NFL ProLeague £44.99 
Al Gadim (SSI) Pi Or-1/] 
Command Adventure-Starship £44.99 
wales rt Or-1| 
Wargames Construction Set Il (Tank) £Call 
Lands of Lore - CD £44.99 


L WE STOCK THE LATEST USA RELEASES 


Call 081 977 8088 for the latest information 
We Specialise in: 
I Flight Simulations Hi Strategy MM Sports SIMULATIONS 
Hl Role-Playing Hi WARGAMES Ml Avventures Il CD Software 


PN Colm BY Or- 114) ©) Point of Attack 


== THE computer assistant for Modern Tactical Combat 
A Is 



























MODERN TacTicat comear © 
IN THE MIDOLE EAST 


Racy 





SAINNVS Dd dOd | 





Covering the ENTIRE Eastern Front from 1939- 
PUM Ted (U(o(-teoMe(-)(ell(-leMelelcelelert-me)muleinel (tol) 
of fighting vehicles, weapons and forces 
structures for Axis, Allied and Soviet Forces. 
Stba 


Tigers On 
The Prowl 


9 SIOPIO 
SDeSIOAO 








SWUIOTIOM 
souinbuy 








10 % Discount 


Receive a further 10% dis- 
count on ALL advanced 


order. 
PLUS priority despatch! 
Call for details or see our Cur- 
rent catalogue for details 





Looking for a new PC 
for the home or office 
OF: 

081- 977- 4868 


PCFO394 






Send £1.50 for our 60+ page catalogue 


Name 
Address 











Country Postcode 


Send to: Strategic Plus Software - 28D The Courtyard, High St, 
Hampion Hill. Middlesex. TW12 1PD 


bscoeeieenast 





1942 Pacific Air War. 
3D Construction Kit 2 
7 Cities of Gold, 

7th Guest 


Aces of Pacific .. 
Aces over Europe. 
Aces over Korea.. 
Action Sport 


3.5" or CD Rom 22.99 
CD Rom 27.99 


Addiction 
Advantage Tennis. 
Air Combat Classics (compilation) .. 
Air Commander... 

Air Force Commander 

Airlines... 

Alien Breed 

Alone in the Dark 2 

Alone in the Dark : Jack in the Dark 
Alone in the Dark : Jack in the Dark 
Ambermoon, 

Ambush of Sorinor.. 

Archer Macleans Pool 


ATP + East & West USA Scenary 
Award Winners 2..... 

B-17 Flying Fortress/Silent Service 
Batman Returns 

Battlechess 


Battle Tech 2 
Beneath a Steel Sky 
Beauty & The Beast .. 
Betrayal at Krondor .. 
Big Sea.. 

Bloodnet. 

Blues Brothers 
Blueforce ... 

Body Blows.. 
Breach Il... 


B Wing Mission Dis! 

Campaign 2. 

Cannon Fodde: 

Captive 2....... 

Carriers at War 

Castles 2... 

Castles 2... 

Chaos Engine .. 

Championship Manager 93 (DOS OR WiNDOWS)19 99 
Championship Manager 94 Season Disk 
Championship Manager Italia... 
Chessmaster 4000 (Windows) 
Chuck Yeagar Air Combat. 
Civilisation ..... 

Civilisation (DOS). 

Civilisation (Windows) 

Clash of Steel... 

Cohort 2.0.0... 

Combat Classics 2 .. 
Commanche Maximum Overkill 
Commanche Maximum Overkill 
Commanche Mission Disk 1 or 2. 
Conquered Kingdoms. 
Conspiracy ... 

Contraptions 

Cosmic Spearhead 

Crazy Cars 3. 

Cyberace... 

Cyberworld: 

Dagger of Ar 

Darkmere....... . 

Dark Side of Xeen 

Dark Sun - Shattered Lands. 
Dark Sun Shattered Lands 
Day of the Tentacle 

Day of the Tentacle .. 

Delta V.........4+ 

Dizzy Collection. 

Dracula 

Dragonsphere 

DreamWeb 

Dune 2. 

Dungeon 

Dynablasters 

Elite 2 Frontier. 


“CD Rom 12.99 
saree .27.99 
3.5" or CD Rom 17.99 


Eric The Unread 

European Champions. 

Evasive Action... 

Even More Incredible Machines 

Excellent Games Compilation. 

Eye of the Beholde: 

Flies 

FL 17A ‘Stealthfighter/F- 15 Strike Eagle ..CD Rom 29, 99 
F14 Fleet Defender .. 

F14 Tomcat........ 


F15 Strike Eagle 3. 
F16 Combat Pilo 


FAP 

Falcon. 

Falcon 3.0 (Dos 5.0 

Falcon 3.0 (F/A-18 Hornet) 

Falcon 3.0 (MiG 29 Deadly adversary): 
Fantastic Worlds. 

Fields of Glory 

Flashback.. 

Flight Sim 5 - New York.. 


Premio Mak Order 


Please send Cheques/POs Made out to Premier Mail Order Access/Visa No. and expiry date to: 


Dept PCP06, 9-10 THE CAPRICORN CENTRE, CRANES FARM ROAD, 


BASILDON, ESSEX SS14 3JJ 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for the Rest of the World. 

Telephone orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm Telephone orders 0268-271172 Fax your orders on: 0268-271173 

Next day delivery service available £4. We are open 364 days a year. E&OE 


PLEASE NOTE: SOME TITLES MAY NOT BE RELEASED AT THE TIME OF GOING TO PRESS 


Flight Sim 5 - Paris ............. 

Flight Sim 5 - San Francisco 

Flight Sim 5 - West USA Scenery Disl 
Flight Sim 5 - Washington 

Flight Sim Toolkit. 

Flight'Sim Toolkit 

Flight Simulator 

Forgotten Castle... 

Formula One Grand Pri: 

Freddy Pharkas Frontier Pharmaci 
Front Page Sports Football (Pro ean) r 
Gabriel Knight CD ROM 

Gary Grigsby's War in Russia 
Gateway 2 

Goal..... 

Golden 7 Compilation 
Grandest Fleet. 

Great Naval Battles .. 

Great Naval Battles .. 

Great Naval Battles 2... 

Great Naval Battles (Super Ships) . 
Great Naval Battles Scenario Builder. 
Gunship/Crazy Cars 3 w 
Gunship 2000.. 

Gunship 2000 Di 

Hand of Fate - Legend of Kyrandia 
Hannibal .. 

Hanna Barbera Cartoon Animato 
Harpoon Battleset 3 or 4 
Harpoon Designer....... 

Harpoon Scenario Editor 
Harpoon Il........ 

Heir To The Throne. 

High Command 

Hill Street Blues 

Hired Guns... 

History Line 1914-1918 

History Line 1914-1918 

Hound of the Baskervilles 

Indy Car Racing .. 

Indy Fate of Atlantis Adventure .. 
Indy Jones Fate of Atlantis Adi 

In Extremis ....... 

Innocent Until Caught 

Ishar 2... e 

International Open Golf Chamy 
Jack The Ripper...... 

Jimmy Whites Snooker 

Jones in the Fast Lane 

Jonny Quest 

Jurassic Park 

Jurassic Park 

Jutland... 

Kings Quest 6... 

Kings Quest 

Kings Table . 

Knights of the 

Knights of the Sky/Ghosibusters 2 
Lands of Lore .. a 

Laser Squad (Enhanced). 
Legend of Kyrandia .. 

Legend of Kyrandia 2 . 
Leisuresuit Larry 1 

Leisuresuit Larry 2 

Leisuresuit Larry 6... u 
Lemmings 1 & Oh No! More samcnoget .CD Rom 27.99 
Lemmings 2 The Tribes 

Lemmings Double Pac! 

Links 386 Pro Super VGA.. 

Links The Challenge of Golf 

Links Banff Springs (SVGA) 

Links Barton Creek (VGA) 

Links Bayhill (VGA) .... 

Links Bountiful (VGA) .. 

Links Castle Pines (SVGA) 

Links Firestone (SVGA)..... 

Links Fantasy Course (SVGA) .. 

Links Hyatt Dorado (VGA)... 

Links Innisbrook (SVGA).. 

Links Mauna Kea (SVGA) 

Links Pebble Beach (SVGA) 

Links Pinehurst (SVGA) 

Links The Belfry (SVGA) .. 

Links Troon North (VGA). 

Link Worlds 

Little Divil... 

Lombard RAC Rally. 

Lords of Power - (Compilation). 

Lord of the Rings 

Lost Files of Sherlock Holmes .. 


CD-Rom 19.99 
26.99 
17.99 
26.99 
19.99 
29.99 


Lost Vikings... 
Mad Dog Mcree 
Magic Boy. . 17.99 
Manchester United Premier ‘League Champions . 19.99 
Mavis Beacon 2.0 (Windows, 

Merchant Prince 

Microcosm .. 

Micro Machines 

Microsoft Musical Insrument: 

Microsoft Multimedia Stravinsky . 

Microsoft Multimedia Beethoven . 

MiG 29 Super Fulcrum 

Monopoly....... 

Moonstone....... 

Mortal Kombat 

Nascar Challeng 

Nick Faldos Championship Gol! 

Nigel Mansells Worlds Champ 


CD Rom 29.99 


No Greater Glo 

NFL Football. 

NHL Hockey .. 

Nicky 2.. 

Omar Sharifs Bridge... 
Oregamo .........0..2+ 





.3.5" or CD Rom 19.99 
29,99 
13.99 
25.99 
CD Rom 27.99 


Oscar....... 
Pacific Strike. 
Pacific Strike Speech Accessory Pack..... 
Pacific War...... 
Patriot 

Patriot Sp 
Perfect General... 
Perfect General 2 


See Lords of Power 
27.99 

27.99 

23.99 

27.99 

22.99 

24.99 

7.99 

22.99 

-10.99 

ee Excellent Games 
11.99 

22.99 

.20.99 

.22.99 

10.99 

25.99 

34,99 

29.99 

13.99 

.26.99 

CD Rom 26.99 
29.99 

19.99 

CD Rom 19.99 
25.99 

.26.99 

See Lords of Power 
26.99 

17.99 

24.99 

32.99 

‘See Lords of Power 
.5" or CD Rom 27.99 
CD Rom 29.99 


PGA Tour Golf 2. 

Pinball Dreams. 

Pinball Fantasie: 

Pinball Magic... 

Pirates Gold... 

Populous + Promised Lands .. 
Populous 2+... i 
Powermonger.... 

Power Tactics. 

Prehistoric 2 .. 

Premier Manager 2. 

Prince of Persia | 

Prince of Persia Il. 

Print Shop Deluxe 
Privateer... 

Privateer Speech Accessory Pack 
Protostar. : 
Protostar. 

Quantum Gate. 

Quarterpole (Houseracing) 
Quest & Fun . 

Quest for Glory IV. 

Rags to Riches... 

Railroad Tycoon... 

Railroad Tycoon Deluxe 
Reach Out For Gold... 
Reach For The Skies 

Rebel Assault 

Red Baron... 

Red Crystal........ 

Return of the Phantom 
Return to Zork 

Return to Zork. 

Rings of Medus: 

Rise of the Dragon . 

Rise of the Robots (VGA)... 
Rise of the Robots (SVGA) 
Rise of the Robot: 

Rome AD 92 

Ryder Cup. 

Ryder Cup 

Sabre Team 

Sam & Max Hit the Road 
Sam & Max Hit the Roa 
Scrabble 

Seal Team. 

Secret of Monkey Island 1. 
Secret of Monkey Island . 
Secret of Monkey Island 
Sensible Soccer. 

Shadow Caster 

Shadow Caster... 

Shadow of the Comet. 
Shadow of the Comet. 
Shadoworlds 

Sherlock Holmes 

Sherlock Holmes 1 . 
Sherlock Holmes 2 . 
Sherlock Holmes 3 

Sid & Als Incredible Toons .. 
Silent Service 2 

Silverball 

Simon The Sorceror.. 

Sim Ant... 

Sim City... 

Sim City 2 

Sim City Deluxe 

Sim City/Lemming 

Sim City/Populous . 

Sim Life ........... 

SSN-21 Sea Wolf 

Soccer Ki 

Space Hull 

Space Hulk... 

Space Legend: 

Speed Racer .. 

Spell Casting Triple Pack 
Spell Jammer . . 
Sports Masters 

Starlord..... 

Star Reach . 

Star Trek 25t 

Star Trek 25th Anniversary... 
Star Trek 2 Judgement Rites. 
Star Trek - Starfleet Academy .. 
Star Trek - The Next Generation 
Steel Thunder 

Stone Keep.. 

Streetfighter 

Strike Commander 

Strike Commander... 

Strike Commander Speech Pack 
Strike Commander Tactical Ops.. 
Striker....... i 
Strike Squad 

Stronghold . 

Stunt Island . 


5" or CD Rom 19.99 
127.99 
.CD Rom 29.99 


CD Rom 29.99 
.CD Rom 12.99 

28.99 
‘CD Rom 27.99 
.CD Rom 32.99 
-CD Rom 32.99 


CD Rom 29.99 
.CD Rom 29.99 


Sub War 2050 

Super League Manager 

Super VGA Harrie! 

Super VGA Harrie! 

Syndicate.......... 

Syndicate American Revolt Data Disk. 
Syndicate Plus. 

T2 Coin Op... 

Tales of Magic... 


Tornado (Operation Desert Storm). 
Traps n treasures .. 
Tetris 7 Colours...... 


The Blue and the Grey .. 
The Greatest 

The Greate: 

The Labyrinth of Time 
The Lawnmower Ma 
The Journeyman Project 
The Shadow of Yserius . 
Theme Park 


Titus the Fox/Ghostbusters 2 


Tony La Russa Baseball 2 Enhanced ....CD Rom 29.99 


Tornado. 

Tornado .. 

Tornado (Mission Builder) . 
Town With No Name . 
Trivial Pursuit 

Turning Points 


12.99 
3.99 


3e¢9 |Merlins Maths (5-13) 


"29.99 | Mickeys 123s (2-5) 

.13,99 | Mickeys ABCs (2-5) .. 

.26.49| Mickeys Colours & Shapes (2- 
-26.99 | Mickeys Jigsaw Puzzles (5+) . 


6.99 
0 Flom 29100, Mickeys Memory Challenge (5+ 


'S* or CD Rom 27-98 | Noddys Big Adventure (3-7) 


2.99 | Noddys Big Adventure (3-7 Windows) 
7.99 | Noddys Playtime (3-7 years) 

5.99 | Paint and Create (5+ 

4.99 | Physics (12-16 years’ 
29,99 
" or CD Rom 22.99 
CD Rom 29.99 
ee Space Legends 
6.99 | Reasoning with Trolls (5-12 years 


Ultima 7 (The Silver Seed) 
Ultima 7 (The Black Gate). 
Ultima 7 (The Serpent Isle) 
Ultima 8 

Ulitma 8 Speech Accessory Pack 
Ultima Trilogy 2 .. 

Ultima Underworld . 

Ultima Underworld 

Ultima Underworld 1 & 2. 

UMS Compilation... 
Unnecessary Roughness... 
Utopia Twin Pack .. 

V for Victory 3 (Market Garden) 
V for Victory (Gold, Juno, Sword). 
Veil of Darkness 

Virtual Worlds 

Whales Voyage .. 

Who Shot Jonny Roc! 

Wing Commander 

Wing Commander 2 + Speech Pack 
Wing Commander 1 Secret Missions 1 & 2.. 
Wing Commander II Special Ops 1 .. 

Wing Commander II Special Ops 

Winter Olympics 

Winter Olympics 

Winter Supersports. 

Wizardry 5/6/7 Compilation 

Wizard 

Wolfpack. 

World of Xeen 

World War 2 Battles o 

Xmas Lemmings. 

X-Wing 

X-Wing, B 

X-Wing Imperi 

Yo Joe 

Zig Zag 


3 Button Serial Mouse... 

Disk Box (10 Capacity) . 

Disk Box (40 capacity) 

Disk Box (50 capacity) 

Disk Box (80 capacity). 

Disk Box (100 capacity), 

Freeflight Joystick..... 

Freewheel Analog Steering Wheel 
Freewheel Analog Throttle 

Gravis Analog Joystick . 

Gravis Analog Pro Joystic 

Gravis Dual Eliminator PC Game Port . 
Gravis PC Gamepad......... 

Gravis Ultrasoun 16 Bit Card 

Maxx Two Flight Yoke 

Manhatton Coated Glass 14" Monitor Fir. 14.99 
Manhatton Glass 14" Monitor Filter 
Manhatton Nylon 14" Monitor Filter 
Mausemat........... 

Quickjoy M5 SV201 

Quickjoy M6 SV202... 

Quickjoy Topstar SV227 

Saitek Megagrip Ill MX230 Analog 
Saitek Megastick |I1 MX130 Digital 
Soundblaster V2.0 Deluxe........... 





Soundblaster Pro Basic 

Soundblaster Pro Delux 

Soundblaster 16 SCSI-2 ASP 
Soundblaster 16 Multi CD. 
Soundblaster 16 Multi CD ASP 
Soundblaster 16.... 

Soundblaster 16 Basi 

Suncom Analog Edge. 

Suncom Analog Extra 

Suncom FX2000 (Left & Rignt Handed) 
Suncom Command Control Pad 
Suncom Gameport 2000 (Dual Port Card) 16.99 
The Sound Source..........++ 


13.99 
19.99 
16.99 


en 87 991A) English (11-12) or (12-19) or (114) 


59.99 | ADI French (11-12) or (12-13) or (13-14) 

'26.99 | ADI Maths (11-12) or (12-13) or (13-14) . 
4.99 | Better Maths (12-16 years) 

i fom ae 4 Better Spelling (8+) ... 
onl Biology (12-16 years) 
£0 Fon 2281 Cave Mae 

25,99 | Chemistry (12-16 years, 

19.99 | Dinosaur Adventure... 


9.99] Story Book Weavers 


ree Tidy the House (5-9 years). 
9.99] The Three Bears (5-10 years) 


9 | 386DX 25Mhz to 486DX 50Mhz 








EDUCATIONAL 
A Christmas Carol (8+) 


Fraction Goblins (8-13 years). 
Fun School 2 (6-8) 

Fun School 2 (+8 

Fun School 2 (Under 6) 

Fun School 4 (5-7) 

Fun School 4 (7-11) . 

Fun School 4 (Under 5) 
Junior Typist (4-10) 

Magic Maths (4-8) . 

Maths Dragons (5-12 years, 





Mixed Up Fairy Tales 


Picture Fractions (7-10 years) 
Playschool (3-8 years) 
Robin Hood (8+) 








386DX 16Mhz to 486DX 32Mhz 
386DX 20Mhz to 486DX 40Mhz 


386SX 16 Mhz to 486SX Mhz 
386SX 20Mhz to 486SX 40Mhz 
386SX 25Mhz to 486SX 50Mhz 


SPECIAL OFFERS 


B17 Flying Fortress... 

Blues Brothers... 

Chessmaster 3000 

Chessmaster 3000 

Crazy Cars 3 

Dogfight... 

F15 Strike Eagle 3. 

Football Manager 3 

Harrier Jump Jet.. 

Jack Nicklaus Unlimited Golf 

Jack Nicklaus Courses (Pebble Beach etc) 
Jack Nicklaus Courses (St Andrews etc) . 
Kings Quest V 

Laser Squad 

Mavis Beacon 2.0 (DOS Only)... 
Microprose Golf (David Ledbetters, 
Paperboy 2 fabs 
Shadowworlds 





). 
World Class Rugby (Five Nations) 
Zool 











TDK/VERBATIM 
(BOXED IN 10's) 
Low HIGH 

7.99 9.99 
1450 19.50 
35.00 47.50 
65.00 95.00 

185.00 190.00 

300.00 470.00 

580.00 930.00 


PRECISION 
(BOXED IN 10's) 
LOW HIGH 
649 7.99 
N99 15.50 
26.00 37.50 
4999 72.99 
9499 141.99 

21999 350.00 
419.99 680.00 


Li itey (oj >) 
BLANK DISKS 


60 x 21.00 
70 x 24.50 
80 x 28.00 
90 x 31.50 
100 x 36.00 


UNBRANDED 
(BOXED IN 10's) 
LOW HIGH 
599 © 6.99 
10.99 13.50 
23.99 32.50 
4499 62.99 
83.99 121,99 
199.99 287.50 
363.99 550.00 
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MEDIA VISION 

£39.99 

REQUIREMENTS 

DOS 5.0, Windows 3.1, 4Mb RAM, 386, SVGA, CD-ROM 
SUPPORTS 

Soundblaster, AdLib, Roland Sound Cards 


Perhaps one of the best uses the new 
multi-media technology could be put to 
is education — the child would get used 
to the technology and the application 
that was running could also be of some 
educational use. | say all this because 
Forever Growing Gardens is one of only 
a relatively small number of CD-ROM 
titles that are aimed at children. 

The concept of the program is fairly 
simple; three different types of gardens 
can be populated with a selection of 
flowers and vegetables, both real and 
imaginary. A castle, an allotment and a 
small garden are the three canvases on 
which the child can ‘paint’, and the 
amount of water, sunlight and a whole 
host of other things that will ultimately 
affect the growth of that particular plant 
can be altered to see what effect this 
has on the growth of the flower. 

The selection of flowers is quite 
substantial, with the choice being made 
in the hardware shop. All the virtual 
seeds come in a virtual packet which 
gives information about the contents 
and ideal growing conditions. Planting 
takes place in the virtual garden, with 
virtual water and virtual sunlight being 
added to the mix to try to make the 
garden grow. The gardens can then be 
saved out and attempted again, this 
time altering the variables to see what 
affect each one has on the different 
flowers. 

FGG is a program that tries its best 
to educate, but falls short. Why Media 
Vision decided to make the whole game 
revolve around a flower garden is 
beyond me. Wouldn’t something linked 
to basic maths or science have been a 
better foundation on which to build? 
Still, perhaps | am missing the point. 

The game looks lovely, with E-VGA 
graphics (640 x 480) depicting every- 
thing with a sharpness that really shows 
just what a lousy standard VGA is, and 
it will at least hold a child enthralled on 
the strength of the graphics. Hopefully, 
FGG will start the trend towards a more 
useful use of multi-media rather than it 
just being a platform to keep releasing 


‘interactive’ games on. SCORE ***& 





ELECTRONIC ARTS 

£18.99 

REQUIREMENTS 

Privateer, 386, 4Mb, VGA, DOS 5 
SUPPORTS 

Soundblaster, AdLib, Roland, Joystick 


Privateer has been around for a while 
now (at least in terms of PC software), 
so it is going to come as no surprise 
that at long last EA has decided to 
expand the life of the game by releasing 
a missions disk. Entitled Righteous Fire 
(which, in my opinion, is quite a snappy 
moniker), the add-on disk gives 24 new 
missions to the already overflowing 
sackful that were found in the original 


game, along’ with minor — ship 
improvements and fresh character 
dialogue. 


The game picks up where Privateer 
left off — you have decided to take a 
much needed break on one of the 
galaxy’s better known pleasure worlds 
when you find that your reward from the 
first game, the Steltek gun, has been 
stolen. If you can scrape together 
enough cash and cargo to outfit your 
ship, then there is a chance that you will 
eventually find out what happened to 
your gun and in the process thwart a 
plan to overthrow the Gemini-based 
government. 

Ignoring the story-line (going after a 
prize GUN — | ask you!), what does this 
offer the Privateer pilot for their money? 
Well, for one, any graphical updates are 
missing. Add-on disks nowadays should 
include batch files to update the 
graphics to a new level. It wasn’t as if 
the graphics in the original were so 
great that they didn’t need any 
improvement. The only things that this 
new-add-on offers to any great degree 
are missions — and lots of them — which 
expand the original playing universe 
and offer the player even more ways to 
make a fortune and end up as space 
debris. 

At the relatively cheap asking price, 
this presents a fairly good buy. It 
doesn’t add to the original, rather it 
expands upon it, but for those people 
who found Privateer to be a God-send 
then this isn’t going to be a problem. 


SCORE Kx * 
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PSYGNOSIS 

£34.99 

REQUIREMENTS 

CD-ROM, XT/AT or above, CGA, 512K RAM 
SUPPORTS 

Soundblaster, AdLib Sound Cards, Joystick, Mouse 


Is there anyone out there who doesn’t 
know what Lemmings is all about? 
Released on the Amiga years and years 
ago, it was ported across onto the PC 
when Psygnosis discovered just what a 
little gold mine it had on its hands. The 
game has now become a legend in its 
own lifetime (not an easy thing to do) 
and still manages to rise head and 
shoulders above any other game in this 
genre. 

This package, a special CD double 
pack featuring the original game and the 
sequel Oh No! More Lemmings, 
contains what amounts to as much 
mental fun as you can have without 
going for the full frontal lobotomy. The 
game is set across many deviously 
designed stages that require you to 
guide the small, green haired imbeciles 
by way of a user-friendly icon system. 

Each lemming can do one of many 
things, such as dig down through the 
floor of the level, glide down to earth 
from great heights using an open 
umbrella and build bridge-like structures 
to facilitate access onto higher levels. 
The idea of the game is to get a certain 
percentage of lemmings through the 
maze-like infrastructure to the end goal, 
whereby they all leap happily into the 
end enclosure and the next level starts. 
Fail to get the required amount through 
and the level has to be played again. 

One of the things that made the 
game such a hit when it was first 
released was its simplicity. The control 
method works beautifully, making all the 
courses challenging as opposed to 
frustrating, and the graphics, although 
by no means state of the art even then, 
are ‘cute’ enough strike a chord. 

For those three people who missed 
this game the first time around, then this 
is the perfect opportunity to catch up on 
some long overdue homework and see 
what all the fuss was about. As puzzle 
games go, Lemmings ranks right up 
there with Tetris. It’s simple, challenging 
and, above all that, addictive in the 
extreme. 
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ULTIMATE 





wo ae PLAYERS’ GUIDE. 





|WARNING 
ae | 
| This players’ 
guide is 
complete and 
| concise, so if 
| you don’t want 
| to know it all 
| ‘DO NOT READ’ | 
came good journey through inbred America, helped 
again. As the along by a truck-load of biting humour 
critics doubted and some amazing visuals. It was 
its ability to equal (never mind surpass) — everything I’d ever wanted in a game 
the sheer brilliance of Day of the  andstill makes me laugh to this day. 
Tentacle, the development team lead by To celebrate the arrival of this 
Steve Purcell was already busy on its amiable duo, PC Player is proud to 
latest game. Sam & Max Hit the Road reveal the first part of its Sam & Max Hit 
was the resulting experience —atwisted the Road players’ guide. No stone will 
a THE OFFICE 
I | Following the intro, get your money from 
' the mouse-hole, and take the light bulb 


from the store room on the right. Go 
outside and get Max to retrieve the 
Commissioner’s orders from the cleverly 

| disguised city courier (ie the cat). Now 
get in the car and go to Snuckey’s. 





TAKE A LEAK 








be left unturned as everything you need 
to know about the game is revealed; 
where to go, what to do and what to 
use. Thanks to the people who offered 
help with this guide, especially Peter 
Woodroffe and RAJ Crookes — both of 
whom supplied impeccable guides. 
Your prizes? Games from the PC 
Player bargain-basement bin! 





SNUCKEY’S 

Before entering the store, pick the cup 
up from the pavement. Get the pecan 
candy from inside the store (top shelf). 
To pay for the candy Sam will have to 
talk to the guy behind the counter. 
When Max asks to go to the toilet, get 
the key from the employee and follow 
Max outside. Talk to Max before he 
returns the key and ask him to hold 
onto the rasp. Now go to the carnival. 





RROPMANS 


THE CARNIVAL 

Show Flambe the Commissioner’s 
orders and he will let you pass. After 
talking to the twins, get the sasquatch 
mange from the floor and the severed 
hand from the stand next to the insect 
lad. Leave by the back door and play 
the Wak-A-Rat game. Score 20 points 
or more and you will be awarded a torch 
for your troubles. Turn around and take 
the lens from the thing next to the Wak- 
A-Rat. 





wie a tec 14 a 








THE CONE-OF-TRAGEDY 
Talk to the slob and ride the Cone-of- 
Tragedy. When you stop, take a look at 
your inventory. Talk to the slob again to 
get a lost and found ticket. Go to the 
lost and found tent to regain your junk. 
You may notice the newly-acquired fish 
magnet — more of that later. Use the 
bulb with the torch and go for a ride in 
the Tunnel of Love. 


siaemdaaniial IN THE MOOD FOR LURVE lenaneaicmpuae 


aed 


THE TUNNEL OF LOVE 

In the tunnel, get your torch out, then, 
just before you reach the crackling fuse 
box, use Max on it to stop the ride. Pull 
on the fat bloke’s moustache to open 
the secret door. Enter and talk to Doug. 
After getting the ‘key’ to Trixie’s van, 
reset the ride and leave. Go to Trixie’s 
van and open the door. Take the 
costume from the box and the scorecard 
from the wardrobe. Next, go to the Giant 
Ball of Twine. 


TOL 39Vd 
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GIANT BALL OF TWINE 

Ride the tram up, then take the lift up to 
the revolving restaurant where you have 
to talk to the mechanic. Get your free 
sample and pick up the loose electric 
wires and tie them to the binoculars. 
Connect the fishbowl lens to the 
binoculars and go to the World of Fish. 


WORLD OF FISH 

Grab the bucket of fish and use the left- 
handed spanner on the large plaster 
fish. Get inside and get Max to join you. 
You are then flown to the Giant Ball of 
Twine. 


This is one of the,tenjmost libenatingjexperiences 


of myslife) Sam. 





w CHEW IT - 


: GIANT BALL OF TWINE 
: When the chef goes, use Max to get the 
: loose end of twine. Now go to the Gator 
: Golf Course. 











GATOR GOLF 

Go down to the driving range. After Max 
has been dunked, swap the bucket of 
golf balls for your own bucket of fish. 
Take a club and line up the crocodiles 


until Max tells you that you have made a OT aad cnt 
path. Open the door to Max’s cage and it : é 
a secret door will appear in the side of VEE TAMERS 
the box. Open this and get the sno- 
‘Vy sariy ages 


globe. Get the mange from Max, then i 
: | SNUCKEY’S 


go back to the owner of the park and i 
get the broken golf ball retriever. Go : Talk to the employee and get him to 
: open the jar (select the exclamation 


back to Snuckey’s. 
: mark). Fix the hand onto the broken 


[ ew | ERY, : retriever and fix the fish magnet onto 
; : ie ; 

























| 
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MYSTERY VORTEX 

In the hallway, note down the colours of 
the four small doors. Use the mirror. 
You will now enter a room with three 
giant magnets in it. Turn on the various 
magnets to make colours (ie red, red + 
blue = purple, etc). Make the magnets 
the colour of your first door. Go back 
into the main hall and walk through the 


Rs ; 
i -— = 
first door. After talking to Shuv-oohl, go > (ae = = 
into the gift shop and get the third piece 
of sasquatch mange. eee 
i 





a 








UNTIL NEXT TIME... 

We leave Sam & Max there with the 
soggy sasquaich mange for now, but 
where will they go next? Will they find 
Bruno and Trixie? Will they uncover the 
secret of Conroy Bumpus? Does Max ‘ VND 
have genitals? All will be revealed in the i" ; 
concluding half of this players’ guide, so 
tune in next month for a_ right-old 
American knees-up! -) 














LEVEL 18 


1 Cast the tablet (from the previous 
level) in the acid to turn it to water. This 
will stop the demons from attacking. 


2 The obelisk will grant you the form of 
Ssair. 


LEVEL 20 


1 Yank the chain to reveal a secret 
passage. 


2 Change into Ssair to fly over the mud 
which will otherwise suck you under. 


THIS MONTH WE RETURN TO THE EXCELLENT SHADOWCASTER, CONTINUING 


FROM WHERE WE LEFT OFF, ON LEVEL 18. IN THIS, THE CONCLUDING 


INSTALMENT OF THE GUIDE, PC PLAYER TAKES KIRT AND COMPANY TO THE 


VERY DEPTHS OF HELL IN SEARCH OF THE EVIL SHAPE-CHANGER, VESTE. 


Watch out for the lava giant around the 
corner. This beast can be easily 
destroyed with Opsis’ effective death 
blow. 


3 Still in the form of Ssair, fly across the 
lava and take on the lava giants with the 
spiked tails. Attack them from the north, 
placing the giants between you and the 
fireballs launching from the south wall. If 
energy levels drop too low, retreat and 
regain energy with Caun. 


4 Use the tail attack to destroy the 
flame warrior then top up power levels 
on the magic pad here. 


5 Fireballs streak across this passage- 
way. Close your eyes and run quickly 
past! 


6 Pick up the boulders and place one 
on each of the pressure pads. The 
ceiling will rise, revealing the exit. 





LEVEL 21 


1 Walk up to the frog carving and cast 
Caun’s insect swarm to unveil a 
passage leading north. 


2 Pick up the hourglass from here. 
You'll need it to get the form of Grost. 


SHADOWCASTER 


3 Grab the Obelisk tip from around 
here. 


4 Negotiate this section with care as it 
is packed with deadly flame warriors 
and the huge lava giants. Ssair is still 
the best character to use but equip him 
with the amulet of defence for 
protection. 


5 In this room the base of an obelisk 
moves quickly around. To stop it and 
gain the form of Grost, slot the 
hourglass into the carving on the south 
wall. 


6 Change into Grost and punch your 
way through the secret wall. You'll know 
which section to punch by referring 
back to the map. 


7 Punch through the two thin walls to 
get to the power regeneration pad to 
the north. Remember, change back to 


, Kirt to benefit more from the healing 


powers of the pad. 


8 All of these areas can be accessed 
by punching through the fragile walls as 
Grost. None of them are particularly 
exciting though, hiding nothing of real 
importance apart from a credit list of the 
programmers! 





LEVEL 22 


1 After swimming along the river of 
blood you'll end up in a cave with two 
dangerous flying eyes. Fly up to their 
level with Ssair and hack away at their 
energy with either the tail or magic 
sword. Get Caun to top up energy 
afterwards. 


2 |n both of these passages are some 
wickedly hard gargoyles that fire a 
constant stream of fireballs. Eliminate 
them by flying in close with Ssair then 
topping up energy and power levels. 


3 Grab the stone sword from here and 
take it back to location four. 


4 Fireballs fly around the room so run 
quickly across to the statue and slot the 
stone sword in its hand. A door will open 
to the east where you'll find the flesh 
crystal. Grab it. 


5 There’s a chest in this corner which 
contains useful energy and power 
potions. 


6 You'll find the bone crystal hidden in 
this corner. 





7 As Kahpa, dive in the river of blood 
(level 23) and swim across to location 
eight. 


8 With the shuriken, shoot the blood 
clot on the ceiling to get the blood 
crystal. 


9 Once you've collected them, place the 
three crystals (blood, flesh and bone) 
on the small pillars that protrude from 
the ground. This will open the portal to 
the final level. Before you step inside, 
save! 








LEVEL 23 


1 This section is packed with weird four- 
armed bloaters. You’ll only be able to 
take on a couple at a time, before 
having to retreat back to the surface to 
regain some energy. 


2 Surface in this section to get the 
blood crystal from the ceiling on level 
22. 


LEVEL 24 


1 Don’t bother exploring this level 
unless you want to die very quickly. 
Transform into Grost then charge in to 
attack the old man directly in front of 
you — make sure you’ve got full energy 
first! He’ll transform from one shape to 
another as you continually pound his 
face and, providing you’re wearing an 
amulet of defence, he’ll die just before 
you do. 


2 Explore the rest of this level and 
these wall sections will open revealing a 
total of nine deadly wizards. 


PC PLAYER ISSUE SIX 
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PC PLAYER RESPONDS TO CAPTAIN KIRK’S DISTRESS 
CALL AS HE BATTLES THROUGH THE EIGHT MISSIONS 


IN STAR TREK: JUDGMENT RIGHTS. 


FEDERATION 


out the Elasi pirate ships that attack 
at the beginning, concentrating on 
the vessel that fires the three 


photon torpedoes then going on to 
eliminate the remaining ship. Probably 
the best tactic is to fire phasers 
continuously, leaving the torpedoes for 
close range. 

After you’ve been locked up 
inside the brig, talk to the guard 
about his father. Keep questioning him 
about his Dad and eventually he'll free 
Kirk and company. If all else fails, use 
Spock on the weak part of the north 
wall. Search the guard for a pass card 
and use it to open the lockers in 
the adjacent room and collect both 
tricorders and the phasers. 

With the phasers set to stun, go to 
the computer and take out the two 
guards. Use the phasers on the 
technician in the computer room then 
get Spock to play with the chessboard. 





When asked, select a neutral move — 
don’t choose a move that’s either too 
aggressive or defensive. 

Trudge across to the executive 
quarters and pick up the air purifier 
before entering the crew’s quarters. Use 
the medi-kit on the sick guard, then take 
the practice dummies from the top of the 
room. Head towards the transporter 
room and attach the air cleanser to the 
floor grate before the effects of the gas 
kick in. 

Use the dummies’ on_ the 
teleporters and transport across to 
the security room. Kirk will be 
protected from the guards’ shot by 
the dummies, leaving him with 
enough time to return their fire. Use 
Spock on the computer then walk 
towards Central Command. Get Spock 
to disable the three computer terminals 
and ask McCoy to treat the nervous 
technician. 


Or. McCoy 


The air ts being 
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Catch the elevator to the shuttle bay 
and instead of fighting, choose the 
surrender dialogue box. After Spock has 
nerve-pinched the two guards, get him 
to wreck the shuttle controls. Change 
the phaser setting to kill and make 
your way to the special projects 
room. Quickly zap the four-limbed 
beastie then use Spock on the 
computer. Back at the computer room 
use both tricorders on the console to 
gain the passcode to Breddel’s quarters. 

Breddel is waiting for Kirk in his 
room. As soon as you enter, get 
ready to stun him with the phaser. 
Get the book from the table and pick up 
the bookmark that falls out. Use Spock’s 
tricorder on the bookmark to get the 
correct security code then pick up the 
dartboard adorned with Kirk’s face. To 
finally disarm the Big Bang experiment, 
get Spock to enter the code into the 
control panel behind the dartboard. 





SENTINEL 


To pass through the security doors, 
get Spock to short-circuit the locks. 
Walk into the next room then take the 
exit on the right. Pick up everything from 
the floor then grab the cards and 
batteries from the two bins on the right. 
Get Spock to use both the cards and 
batteries on the machine on the left to 
make badges. Take the badge to the 
recharging station to the left and now 
you can walk freely around the complex. 

In the central computer room, use 
the monitor and the box on the terminal 
in the centre of the room. Solving the 
shape puzzle which appears is easy — 
add up the number of sides on the 
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Trelene’s triplane is difficult to beat 
so concentrate your fire with both 
phasers and_ torpedoes. When 
Trelene heads straight towards the 
Enterprise, break off to one side. In the 
prison on the planet surface, pick up the 
sticks and open the case of schnapps 
on the right. Pick up and use a bottle of 
schnapps on the hay in the corner, then 
use the stick on the hay. When the 
guard walks in, get Spock to render him 
unconscious with a nerve pinch. 
Outside in the streets, get Kirk to 
sort out the guard and then use 
McCoy’s medi-kit on the old man. 
Walk inside the store and ask the boy 
for the rope, the broom and the food. 
Leave and walk to the school where 
you'll meet the German soldier. Talk to 
him briefly and when given the option, 
get the kids to vote. After he’s left, scan 
the chalkboard with Spock’s tricorder. 
Leave the school and walk across to 
the old man’s apartment on the right. 
Get Kirk to clean up the floor with the 
broom and ask McCoy to check over 


objects in rows, then pick the shape 
that will give the last row the same 
number of sides as the other two 
rows. 

By the food producing machine, use 
Spock on the Balkosian when he walks 
past. Take him to the medical room and 
use McCoy on the tiny alien when he’s 
lying on the bed. 

Walk to the room filled with the 
gigantic gas cylinder and fix the switch 
to the side. Walk back to the power 
generator room and use the wires and 
the control card on the generator. When 
Spock asks, tell him to shut the 
generator down to finish the mission. 


the sick man. With the money he’s 
given you play a game of poker in the 
room behind the tavern. With your 
winnings, buy the clock from the store. 


Back at the poker game, ask 
Sundergard to spread a rumour about 
the chalkboard in the school. First he’ll 
need the transfer papers from the 
armoury. 

Give the food to the dog outside the 
armoury and then use McCoy to cure its 
rabies. Inside the armoury talk to the 
commander and then return to the 
tavern. Drug the beer barrels on the 
right with the medi-kit, then return to 
the armoury and tie up_ the 
commander with the rope. Grab a rifle 
from the case and threaten the German 
commander into signing the transfer 
papers for Sundergard’s son. Take 
these papers and give them to 
Sundergard, then talk to Schiller in the 
tavern about the chalkboard rumours. 
He’ll give you a letter which when 
presented to the schoolteacher allows 
Kirk to take the board. 











Walk to the trench scene to the 
left of the town and talk to the 
wounded soldier. Use the science 
tricorder to analyse his wounds then 
use the medi-kit on him. Talk about 
his girlfriend’s locket and take the letter 
he gives Kirk to the barmaid, Gretel. 
When you return he'll hand over the 
locket. 

Now Kirk has all three of the 
power items, he just needs the TNT 
from the armoury. Use Spock on the 
commander inside the armoury to 
get the combination to the safe. 
Inside you'll find TNT. Take it to 
Trelene’s triplane (found to the right of 
the village) and stuff the clock, the 
chalkboard and locket inside the 
cockpit. Use the TNT on the plane and 
stand back! 

Kirk will finally meet up with 
Trelene. Talk him into showing you a 
historical trench scene and then 
lecture him on the evils of war. 
Eventually he will give in and return 
command of the Enterprise to Kirk. 





LIGHT AND DARK 


As you enter the temple, walk to the 
rooms to the east and west and talk to 
the angel and the demon. Convince 
them that they are of a similar race 
and they’Il tell Kirk they want to be 
joined together using the DNA 
machine. They’ll then both leave 
samples in the slot on the genetic 
storage computers. 

With both of the samples in the 
inventory, go back to the central room 
and talk to genetic scientist Jons. He’s 
not happy about combining the two 
DNA samples together so convince him 
otherwise by saying he has no right to 
hinder the wishes of the other two 
beings. Place both the samples, one 
at a time, inside the sequencer on 


On the bridge, talk to everyone 
present, leaving Spock until last. Use 
Spock on the science station twice, 
talk to him, then use him on the 
science console once more. Get Kirk 
to use the science computer then exit to 
the turbolift, heading towards auxiliary 
control. Whenever you try to enter the 
auxiliary the alien will just kick you out. 
With the red phaser, blast a small hole 
in the door, then scan the alien through 
the hole using the medical tricorder. 
Head towards sickbay and show 
the alien scan to Dr McCoy. Pick up 
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the left. Get Jons to operate the 
computer and eventually you’ll have 
two sequenced samples. 

Back with Captain Kirk, set the 
phasers to stun and blast away the 
green slime around the replicator. Once 
removed, individually place both the 
sequenced samples in the right slot and 
get Jons to replicate them using the 
computer. Finally take both the 
replicated samples to the room to the 
north. 

Place both of the replicated 
DNA samples in the computer slot at 
the top and create a new life form 
with Jons. Within seconds a green 
being will appear, or at least a 
hologram of one, however his signal is 


the gas canister and take it to 
engineering via the turbolift. Use the 
gas cylinder on the life-support mixer on 
the right of the screen, then operate the 
life-support controls on the left. Back at 
auxiliary control, use the sensor controls 
on the far right. Once Kirk has the co- 
ordinates of the Vurian, use the 
transporters to teleport down to the 
planet surface. 

Ignore the Vurian for the time being 
and pick up the brown pouch on the 
next screen to the right. Scan the blue 
gems with both tricorders, then pick 
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breaking up because the exterior 
antennae are failing. Walk outside and 
off to the right of the temple. 

The first antenna is powered by a 
geo-thermal device. Use the science 
tricorder on the control panel and 
then fire the red phaser on the 
rocks at the top of the screen. Use 
the tricorder on the rocks and then, 
with the communicator, contact the 


Enterprise. Walk off to the next 
antenna and once again use 
the tricorder on the control box. 


Communicate with the Enterprise and 
then use Spock on the control panel. 
With the radar fixed, return to the 
transmission room inside the temple in 
order to complete the mission. 


them up using the pouch. Walk off to 
the east to find Spock. He’s delirious 
so use the medi-kit to bring him 
round. He’s still possessed by Savant 
so talk to the Vurian and ask him to 
summon Savant, who'll appear in the 
huge crater to the right. When talking to 
Savant, make sure you don’t leave the 
planet without Spock or ask Savant to 
destroy itself. Destroy it by throwing the 
pouch of blue gems into the blinding 
light. A few momenis later, Kirk, Spock 
and the rest of the crew will be reunited 
on the bridge of the Enterprise. 





After talking to the curator, have a look 
around the museum. Soon you'll be 
called back to his office where the 
terrorist attack will begin. When the 
curator is out cold on the floor, use Kirk 
on his limp body. Use Scotty on the 
security console three times before 
taking the bottle on the right, as well 
as the note hidden underneath. Also 
pick up the decanter, the silver 
serving tray and the lance from the 
knight. Read the note and you'll find 
the code VVSOP2123. This opens 
some of the security locked doors, 
including the door to the right. When you 
enter the code, be sure to enter the 
letters as capitals. 

In the next room, use Scotty on 
the machines at the top and right of 
the screen to get the capacitors and 
interface cable. Charge the capacitor 
by leaving it on the table for a few 
seconds, then pick it up and exit through 
the door to the south, using the 
passcode to override the security lock. 
Pick up the two clamps from the docking 
ring then insert the charged capacitor 


into the robot. The robot will fizz and 
spark, then some wires will fall out. Pick 
them up and also take back the 
capacitor. Before you leave the room, 
grab the metal panel from the pod at the 
bottom of the screen. 

Back in the room with the glowing 
white table, place both of the 
capacitors down to charge them. 
Once charged, get Scotty to examine 
the door then the table. Place the 
clamps on the table next to the 
capacitors and then use the red wires to 
join them together. Place the lance on 
the table and finally connect the 
interface cable to the table. Get Scotty 
to operate the Klingon control 
machine to blow a hole in the door. 
Get both capacitors before leaving. 

Walk through to the next room and 
pick up the gas canister from the floor. 
Walk into the room at the top right, 
take a piece of the dilithium crystal 
display before activating the small 
robot with a charged capacitor. Use 
Scotty on the robot to get it to open the 
pod bay door, then use Scotty on the 
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open door. Use the decanter on the 
door, followed by the tray. Finally place 
the capacitor on the door to charge it. 
Take the charged capacitor and the 
silver tray back to the wrecked room 
below. Use the crystal, the tray and the 
charged capacitor on the communication 
unit in the bottom left. Use Kirk on the 
communicator to negotiate with the 
terrorists. When negotiating, make 
sure you’re firm but still listen to their 
demands. Point out that they have 
the same goals as their enemies, 
offer them your guarantee and above 
all, deal with them fairly. If this fails, 
recharge the capacitor using the pod 
and the silver tray, this time using the 
other bottle as a catalyst. Back in the 
wrecked room, it’s time to gas the 
terrorists out by using the ancient 
machine on the left. Use the wires, the 
charged capacitor and the panel on the 
transporter, then use Scotty on the 
machine. Put the gas canister on the 
panel then tell Mister Scott to energise. 
Seconds later, enter the room with the 
terrorists in to complete the mission. >» 
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>» On the vessel, talk to both of the 
men in the room, then walk south and 
use the medical tricorder on the old 
woman in the corner. Use Spock on 
the woman and he’ll momentarily mind- 
meld with her. After this, walk to the toy 
room in the far right of the complex and 
use Spock on the chessboard to get the 
teddy bear. Give the bear to Jakesy and 
he'll give you his building blocks in 
return. Get Uhura to speak to the king, 
convincing him that she is descended 
from royalty. After he’s gone, use Kirk 
on the light switch next to the door at the 
top and the ceiling panel will open. Use 
Kirk on the panel to get the lightbar. 
Walk to the room filled with 
planets and take the metal keg from 
the incubator at the very end. Place it 


When the Brassican asks a question, be 
sure to ask the opinion of everyone 
present, including Klarr. When it comes 
to answering, answer the first 
question with Uhura. Use McCoy to 
answer the next and then Spock to 
answer the third riddle. When it 
comes to answer the final question, 
make sure you use both Kirk and 


on the workbench before firing the 
red phaser at the contaminated keg. 
Use the table, then place the blocks in 
the keg before using the red phaser 
again. Pick up the cleansed keg and 
place it back into the incubator. Leave 
the room and wait a few moments 
before returning. The plant should now 
be fully blossomed with red fruit. If not, 
leave and return when it does. Take a 
piece of fruit to the woman in the eating 
hall and talk to her. Ask what is troubling 
her and try to solve her problems. Ask 
about her son before offering her the 
fruit. She’ll refuse to eat it but will give 
Kirk permission to talk to her son, who’s 
found in the sleeping quarters. 

When the young boy sitting on the 
bed asks, say that you do have his 
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Klarr — don’t pick a reply that will 
leave one of them behind. This is 
done by talking between both Kirk and 
Klarr until they finally agree on an 
answer. 

After all the questions have been 
answered, you'll be warped to 


another dimension and Captain Kirk 
will be given the opportunity to find 


mother’s permission to talk to him. Give 
him the fruit and continue talking. He’ll 
mention something about food and offer 
to show it to you. Agree and take the 
food back to the eating hall. Use the 
food on the computer terminal and 
answer “yes” to the drug question. Use 
the food machine on the right then use 
the food on the computer terminal. 
Answer “yes” to the computer questions 
then use the food machine once more to 
get another, drug-free food package. 
Talk to the woman in the food hall about 
Tuskin and use the drugged food on 
her. Walk to the toy room and offer 
Tuskin the drug-free food. He’ll refuse 
and seconds later Moll will enter and 
give him the drugged snack. Tuskin will 
fall asleep on the floor. 

Tuskin is being guarded by two 
men, one larger than the other. Stun 
the largest guard with the phaser 
then talk to the remaining man. He 
will step out of the way, allowing you 
to use the secret doorway leading to 
the computer room. Inside the room, 
use the lightbar on the computer 
terminal on the right. When this fails, 
use it on Klarr, the Klingon captain. Use 
the piece of bulb on the computer to fix 
the problem. 

When you talk to the Klingons, 
always act diplomatically. Whatever 
you do, don’t force the Klingons to 
leave or you’ll fail your mission. Talk 
to the computer and analyse all the 
information it gives out. Take the crystal 
that is lowered from the ceiling and use 
it on the computer terminal. Review the 
data it gives out, then attempt to enter 
the portal. Make sure you’re followed by 
the Klingon captain, then enter the 
portal for the final mission... 


out more about the Klingon empire. 
Decline this offer, then talk to Spock 
and finally Klarr. 

After a brief good-bye, the Klingons 
will depart and you'll be beamed back 
to the Enterprise. Starfleet should be 
pleased with your performance and 
grant Kirk and crew two weeks of well- 
earned shore leave. a 
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BASIC 16 - 6 SOUND STANDARDS 


Sound Galaxy BASIC 16 leads the way to © 16-1 Stereo Souno Caro 
an exciting multimedia experience for PC With Multiple CD-ROM Interfaces 
users. Fully compatible with six key sound ae sic nd 5 ay bat inaaen 
standards, it allows you to run the largest Hs OUI] oRASteF Ve, ifs 
selection of software under DOS and oon Govox Speech Thing, 
Windows environments. For optimal audio FREE HeaopHones 
performance, it produces real 16-bit 441ml Optional Microphone (See Accessories) 
stereo digital sounds, changing YOUr @ ¢p.pory wrearaces (Bur-In) For: 
ordinary PC into a professional playback panasonic & Mitsumi Drives. Optional Sony Connector 
and recording studio. It also features (See Accessories) 
support for multiple AT-Bus CD-ROM drives @ Dynamic FirerINa: 
and a Wave-Table Synthesis upgrade For Better Sound Reproduction 
option (see below). The BASIC SoFTwarE CONFIGURATION SETTINGS IN EEPROM: 
16 comes with Card Doesn't Reset on ‘Power-Off' 
a range of 14 Sortware ConTROL OF VOLUME, Bass & TREBLE 
multimedia and Buit-In Aupuirien & MIDI Option 
business audio 14 SoFTWARE TITLES INCLUDED 
software titles, (See Left for Descriptions) 
worth over £450 Wave Power UpGrabe (ExTRA £89 - See BELOw) 
(see left) and a set j 1 


of high quality 
personal head- 
phones. 
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FREE MULTIMEDIA & BUSINESS AUDIO SW FOR DOS & WINDOWS 


Authoring Program 
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toring Program UTILITIE +VAT = £116.33 SOU 1056 
Audio Enhancer For Windows Includes Diagnostic Test Program 
AUDIO VE wi 
Enhance Windows Screen Saver 


Voice Mall For Novell™ Networks 
WIND OLE 
Digital Audio Editor 


Integrated Auto Control System 


CH i 1 ORIVEF 
MIDI Music yibentty Drivers for Windows 3.1 


WAVEPOWER PACK 
FOR BASIC 16, PRO 16 EXTRA & NX PRO 16 


The WavePower daughterboard option plugs onto Sound Galaxy 16- 
bit stereo sound cards, turning them into powerful 32 note polyphonic 
Digital Wave-Table Synthesisers. This allows for the realistic 
reproduction of multiple instrument 

sounds and special effects. 

WavePower is also General MIDI 

compatible providing the 128 

Instrument and percussion sounds 

required of the standard. WavePower 

comes bundled with MidiSoft Studio 

for Windows music editing package 

and Midisoft Multimedia Music 

library, a collection of original music 

(GM Standard MIDI files). 


PLUGS STRAIGHT INTO SouND CaRD 
INCLUDES 4Mb OF DiGiTALLY 
SampLeo Waverorms 


GENERAL MIDI (GM) CompariBLe 


BXIl EXTRA - 2 SOUND STANDARDS 


RECOGNITION 


WORTH OVER 


PREVIOUS 
PRICE 


8-s1T Mono Sounp Carp 


2 Sounp STANDARDS: 
AdLib, Sound Blaster v2 


FREE Speakers 
Dynamic FILTERING 
CD Aupio In: 


Direct Audio Connection 
from CD-ROM drive into the 
Sound Card 


Mixer Support: 
Record and Playback from 
Multiple Sources 


Buitt-In AMPLIFIER 
MIDI Option 


FREE Dynamic 
MicroPHONe FROM SILICA 


13 Sortware TITLEs: 
Say It! Audio Calendar, 
VoiceNet, Windat OLE, 
Soundscript For Windows, 
Soundscript For DOS, 
Audio Station, MIDI 
Orchestrator, Jukebox For 
Windows, Wav/MIDI 
Command Line Player, 
Sound Events, Audio Screen 
Saver, Sound Tracks, Utilities 
& Windows 3.1 Drivers. 


SOFTWARE DESCRIBED ABOVE 


PREVIOUS 
PRICE SAS 


+VAT = £45.83 SOU 1002 


16-B1T STEREO Sounp CARD 

with Multiple CD-ROM Interfaces 

4 Sounp STANDARDS: 

AdLib, Sound Blaster v2, Sound Blaster PRO Il, 
MS Windows Sound System 

FREE HEApPHONES AND 

Dynamic MICROPHONE 

CD-ROM InTERFACE (BuiLT-IN) For: 
Panasonic and Mitsumi Drives - Optional Sony 
connector (see accessories) 


OprionaL UpGrADE TO SCSI CD-ROM I/F 
MPU401 Mini Compasi.ity 

Burt-In AmpuiricR & Mini Option 
Dynamic FILTERING 

Wave Power UpGRrAbE (Extra £89 - See Richt) 


16 Sortware TITLES INCLUDED wiTH PRO 16: 
- ComVoice Voice Recognition Program - PCs 
can be trained to pick ne spoken words or 
phrases. Recognizing the word or phrase, the 
software automatically types a sequence of 


- Monologue for Windows - 

Text to Speech Convertor, 

Say It! Audio Calendar, VoiceNet, 
Windat OLE, Soundscript For 
Windows, Soundscript For DOS, 
Audio Station, MIDI Orchestrator, 
Jukebox For Windows, Wav/MIDI 
Command Line Player, Sound 
Events, Audio Screen Saver, 
Sound Tracks, CD Player, 
Utilities & Windows 3.1 Drivers. 


SOFTWARE DESCRIBED ABOVE LEFT 


+VAT = £151.58 SOU 1070 


Contains 128 GM Instruments 


‘Sorrware INcLuDED with WavePowER 


Midisoft Studio for Windows v3.1. 
Midisoftt Multimedia Music Library. 


+VAT = £104.58 SOU 1096 


ACCESSORIES 


DYNAMIC MICROPHONE 
For recording your own vocal 
samples and sound effects. 


$0U 9010 £7.99.vaT-<9.39 


SCSI EXTENSION BOARD 
SCSI daughterboard for PRO 
16 EXTRA, NX PRO EXTRA, 
NX PRO 16 and Business 
Audio Board. 


SONY ADAPTOR 

For connecting a Sony data 
cable to a Mitsumi connector 
on a sound card. 


$0U 9021 £7.99.vaT=29.39 


MIDI OPTION CABLE 
Connects to the Game Port 
on a sound card and provides 
MIDI IN/OUT as well as a 
joystick extension. 


keystrokes asseciated with that word or phrase. $0U 9028 £29,vat=s3408 SOU 9016 £9.99.vat = £11.74 


MAIL ORDER: 1-4The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 081 -309 1111 


CHELMSFORD SHOP: Debenhams i Fo, 27 High St, Chelmsford, Essex, CMi 1DA Tel: 0245 490654 
CROYDON SHOP: Debenhams (2nd fio), 11-31 North End, Croydon, Surrey, CRO1RQ Tel: 081-688 4455 
GLASGOW SHOP: Debenhams (sin Floor), 97 Argyle St, Glasgow, Strathclyde, G2 8AR Tel: 041-248 3896 
IPSWICH SHOP: | ot), Waterloo House, Westgate St, Ipswich, IP13EH Tel: 0473 287092 
LONDON SHOPS: 52 Tottenham Court Road, London, WiP OBA Tel: 071-580 4000 

Selfridges (Basement Arena), Oxford Street, London, W1A1AB Tel: 071-629 1234 


MANCHESTER SHOP: Debenhams (sa Floor, Market St, Manchester, Lancashire, M60 1TA 








SHOWROOMS: 
We have demonstration and training facilities at all our stores. 


THE FULL STOCK RANGE: 
All of your requirements are available from one supplier. 


FREE CATALOGUES: 
Will be mailed to you with special offers and full details of hardware, 
peripherals and software. 


PAYMENT: 
We accept most major credit cards, cash, cheque or monthly terms. 
(APR 29.8% - written quotes on request. 


SiwCA 





Before you decide when to buy 

your new PC peripherals, we 

suggest you think very carefully 

about WHERE you buy them. 

Consider what it will be like a few 

months after you have made your 

purchase, when you may require 

additional products, or help and advice with 

your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica, we ensure that you 
will have nothing to worry about. With our unrivalled experience 
and expertise, we can meet customers’ requirements with an 
understanding which is second to none. Complete and return 











SIDCUP SHOP: 


SOUTHEND SHOP: 


1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 
Keddies (2nd Floor, High Street, Southend-on-Sea, Essex, SS1 1LA 








: 0702 468039 





To: Silica, PCPLA-0594-110, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


the coupon now for our latest FREE literature and begin to 
experience the “Silica Service”. 
@ FREE OVERNIGHT DELIVERY. 

On all hardware orders shipped in the UK mainland. 


TECHNICAL SUPPORT HELPLINE: 
A team of technical experts will be at your service. 


Mr/Mrs/Miss/Ms: ....... 


Company Name (if applicable): 
Address: 


Init ALS: sesceescassysscess 


PRICE MATCH: 

We match competitors on a “Same product - Same price” basis. 
ESTABLISHED 15 YEARS. 

We have a proven track record in professional computer sales. 
PART OF A £50M COMPANY (with over 200 ster?) 
We are solid, reliable and profitable. 


BUSINESS + EDUCATION + GOVERNMENT. 
Volume discounts are available. Tel: 081-308 0888. 


Aa sha aN ANE RE OT TASES POStCDGG? ios cecicsisivccnwstccenciva vent ennnares sstsasteosenibsaiied 
Te) (HONG) cccsecceuncanicuananmsnasatvene Tel (WORE sunnntanimmcnnsunmmnnncevenaatt 
.. 110K 





Which computer(s), if any, CO YOU OWN? ou... ..esecsesssssesseesesneeseesuesseesenneestens 
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PC PLAYER ISSUE SIX 


IT’S THAT SPOT WHERE YOU GET TO 
HAVE YOUR SAY ON THE STATE OF 
THE WORLD AS WE KNOW IT. THE PC 
PLAYER LETTERS PAGE - IT'S HUGE. 
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WW reference to the letter from AE 
Bradshaw of Stalybridge (issue 
four). | too have experienced 


the same problem with Network Q 
Rally. | have a 486SX 25, Dos 6, 
SVGA, Sound Galaxy and Gravis 
joystick. The game locked up after 2/3 
stages and was unplayable with a 
joystick. | rang the software house and 
the ‘half-wit’ | spoke to told me to ring 
back in a few days as the programmers 
were coming in to sort out a fix...1 was 
then told to send back my disk for them 
to modify the files. 

The disk came back within a few 
weeks with no new files on it, hence the 
game still didn’t work. | sent the game 
back a further two times and it came 
back with modified files, but still refused 
to work properly. After six weeks 
enough was enough and | sent the 
game back to Special Reserve and 
asked for a copy of IndyCar Racing, 
which | received straight away. | have 
had no problems with this game and 
am glad | got rid of Rally. | will never 
buy a piece of software from Europress 
Software again. If a software house has 
customer service like this then they will 
be the ones who eventually lose out.” 

S Butterworth, WILMSLOW 


“In issue 4, AE Bradshaw from 
Stalybridge complained about 
Europress Software. | too had 
problems getting my Gravis joypad, 
FX2000 and Warrior joysticks to 
calibrate. | got the brush off from the 
technical helpline (a contradiction in 
terms) and have since sold the game 
on. | will look more closely at any future 
game that they bring out.” 

David Byrne, Cannock, STAFFORDSHIRE 


MIKE ASKEW, SPOKESPERSON FOR 
EUROPRESS SOFTWARE REPLIES: 

“The situation regarding Network Q 
Rally was that there was the usual rush 
of calls to our technical support line 
after the Christmas selling period. 
There were some problems with Rally 
on release that have now been sorted 
out, problems regarding compatibility 
with certain soundcards and joystick 
combinations. We are confident now 
that there are no remaining problems 
with the software. 

There have also been personnel 
changes in the customer services 
department, and | can assure your 
readers that the kind of situation 
mentioned in the letter is not likely to 
happen again. | would suggest that 
anybody who is still having problems 
with the game ring us here and we will 
sort them out. As for the six week wait; 
what happened was that we wanted to 
test the new files and fixes thoroughly 


before we released the new disks, so 
there may well have been a wait before 
the new, modified software became 
available. The customers that phoned 
us, as far as I’m aware, were certainly 
told that. They were given the option of 
either returning the software to us or 
waiting for the update disks to support 
their particular systems.” 

If you are having problems with Rally, Europress 
Software can be contacted on Adlington 0625 859333 


“..1 feel | must respond to the Angry 
column. The writer does not seem to 
grasp that there is no such thing as a 
standard PC, and that therefore 
installation procedures cannot be 
standardised. The CPU has changed 
several times (and with it, the way of 
handling memory); the video system 
has changed, and is still in a state of 
flux; | don’t know how many version of 
the operating system are out there; and 
to cap it all the expansion potential 
means that each individual PC may 
actually be set up differently. None of 
these set-ups are ‘wrong’ — each one 
will be in response to the individual 
users needs. (It is this flexibility that has 
made the PC so successful in 
business, as compared to the Mac with 
its closed architecture)...Unfortunately 
there is no choice with the present PC 
architecture — it is necessary to learn 
DOS and the innards of your 
machine...” 

Tom Burke, Totley, SHEFFIELD 


PC PLAYER: The PC is in fact, pretty 
standard in that the CPUs are all 
downwardly compatible with each 
other. Games nowadays seldomly work 
on anything less than a 386, and the 
difference between these two chips, for 
the sake of this argument anyway, is 
the speed. There is very little difference 
in the way that they manage memory, 
so allowing games to work on either 
machine without large chinks of code 
having to be rewritten for the sake of 
different users. Video cards are similar. 
The VGA standard is now just that, and 
with the introduction of VESA (Video 
Electronic Standards Association) 
compatibility is slowly but surely 
spreading its tendrils across the board. 
It shouldn’t be too long before things 
calm down in that area as well. With all 
these standards, there is a strong 
argument for software houses to make 
installation of games easier and more 
user friendly, but so far there has been 
little done to actually follow this 
argument through. It looks as though, 
for the meantime at least, the PC user 
is going to have to learn just what 
makes an AUTOEXEC.BAT file tick if 


they want to play the latest mega-game 
on their much-loved machine. 


“1 retired a year ago and bought 
myself a computer because | am 
writing a book, and also to play games 
on. Like most other ‘oiks’ | knew 
nothing at all about the monsters. My 
first problem was hard disk space — 
40Mb was not nearly enough, so | had 
a 120Mb disk installed. A couple of 
games were loaded and play began. It 
wasn’t long before the ‘magic message’ 
flashed on the screen — “Not Enough 
Memory’, ‘Close Down One Or More 
Applications’. | didn’t know what an 
application was so, off to the shop. 
“Oh, not enough memory sir! No 
problem. A trifling £300 will soon cure 
that”. This ‘trifling’ sum | forked out for 
two 4Mb SIMS and these, coupled with 
the two 1Mb SIMS already ‘in situ’ gave 
me the very impressive total of 10Mb of 
memory. | now find that it is of little use 
as it cannot be accessed by ‘The 
Monster’. | receive all sorts of advice 
and encouragement from well-meaning 
eggheads who babble on about 
CONFIG.SYS, AUTOEXEC.BAT and 
EMM386 et al, all of which completely 
by-passes my burnt-out brain cell. The 
result of all this is that | cannot wait to 
replace what | have learned is 3-year- 
old technology with a 486DX tower 
machine, 400+Mb hard disk space, 
16Mb memory, CD-ROM an the latest 
technological wonder WINDOWS 4!!!” 
lan G Hughes, HULL 


“Following your very positive review of 
TFX in your first issue, | though that 
you'd appreciate some feedback on a 
few of the points you missed out on. 
There are many more problems [there 
were 17 listed], this is just a selection. 
We are very disappointed by the quality 
of your review as many of these 
problems become apparent after 
reading the manual and playing the 
game for a couple of hours. Whilst we 
appreciate that commercial pressures 
play a part here, at the very least we 
expect an honest review and if there 
are problems we expect to be told 
about them. Amongst the people on 
Compuserve who bought TFX on the 
strength of your review there is a 
strong feeling that they will be less 
inclined to take future reviews 
seriously. The graphics are excellent, 
but after the hype that this program 
received it fails to deliver as a serious 
flight simulator and we wait in hope for 
Ocean to release a bug fix that does 
more than fix hardware compatibilities.” 
Andrew Luck and Mark Taylor, Dereham, NORFOLK 


PC PLAYER: When we saw the review 
version of TFX, it was still not quite 
finished. There were a few things that 
were to be added and a few bugs that, 
we were promised, would be ironed out 
before the finished version hit the 
shops. As it turned out, most of the 
problems had been sorted out, leaving 
us with a game that was as close to 
bug free as it could be. Do you 
remember the original version of Falcon 
3.0? The game was absolutely riddled 
with bugs, and there were more than a 
few complaints sent in to the various 
PC magazines that were around at the 
time. As the various add-ons for the 
game have been released, the 
problems in the game have gradually 
got fewer and fewer. 

TFX is a huge game, both in size 
and in programming technicalities. It is 
naive to think that it would be totally 
free of any bugs, and the review wasn’t 
intended to give a complete run-down 
of all the things that needed to be fixed 
— rather it was a subjective appraisal of 
the game as a whole. You wouldn’t 
expect a review of a film to concentrate 
solely on the continuity errors or special 
effect gaffs that the reviewer spotted, 
because that would be no help when 
deciding whether or not the film was 
one that you wanted to see. You would 
want to read about how good or bad 
the film was, what it was about, how the 
acting was, etc. All the reviews in the 
magazine aim to tell you about the 
game as a whole and, if there are any 
glaring bugs that cause the game to 
crash or perform stupid stunts, then 
these will be mentioned. 


“..Your magazine was part of my 
technological exploration and my 
journey towards deciding whether to 
invest further time, effort and money in 
PC equipment. Throughout this 
process, | have endured _ being 
addressed both as Bill Gates and 
Baldrick, and rarely as somebody who 
understood what a PC could do — but 
who did not necessarily understand 
which stop one caught the VESA-BUS 
from. It also appeared impossible to 
find any quantity of intelligible adult 
reviews of computer games and to be 
made aware that’ there was 
entertainment software that did not 
require serious levels of anorak- 


wearing. Your magazine gives me hope 
that computer gamers, and those who 
review the games, are not the sad 
nerds that so many usually reveal 


themselves to be through their own 
publicity and magazines.” 
Lewis J Hulatt, Guildford, SURREY 


PC PLAYER: The path to buying the 
right PC is not one of the easiest to 
walk on. It’s a bit like becoming a 
member of an exclusive club, with the 
established members reminding you at 
every available opportunity that you are 
still the new guy, so just watch it. As for 
your comments about people who use 
PCs to play games on not being nerds, 
| had hoped that type of thinking had 
disappeared a long time ago. With the 
average price of a system nowadays 
ranging from £800 upwards, and the 
price of the software at £40 plus, the 
PC has become very much a grown- 
ups toy. Similarly, PC games reviewers 
tend to have healthy adult interests 
outside their chosen profession. In the 
case of the PC Player staff, John is a 
keen musician, Paul spends his time 
engrossed in all things film and music 
related, Alex drinks copious amounts of 
alcohol and | practice a martial art. 
Hopefully, these diverse outside 
interests enable us to look at a lot of 
the software that comes in with a fresh 
pair of eyes, and to criticise them 
objectively, without any kind of bias. 
Probably. 


“| own a 486SX 25 with DOS 6, a 
SVGA monitor and a S3 video card. 
I’ve been keeping an eye on Sim City 
2000 for a while and couldn’t wait to 
see the review in PC Player. | looked 
through and thought “Great, 5 stars”. 
The game looked stunning, everything 
I'd been waiting for, but then | noticed 
the fact that your machine had to have 
a VESA video card and driver and, 
since VESA is a type of local BUS, then 
your machine has to be a VESA one. Is 
this true? Is there no way of getting 
around this? It’s not as if the game has 
to be compatible with VESA to be able 
to display SVGA graphics, is it?” 

John Reed, YORK 


PC PLAYER: | think that you’ve got your 
wires crossed big time, John. VESA is 
not a particular graphics system, rather 
it is a standard. For a long time now, 
the companies involved in PC graphics, 
whether that is graphics hardware or 
software, have attempted to standard- 
ise things to make life easier for both 
the end user and the software and 
hardware manufacturers. VESA is the 
result of this partnership. 





All modern graphics cards that are 
VESA-compatible come with either a 
video driver pre-installed on the board 
itself (contained on a ROM chip) or a 
software driver that sits in the 
computer’s memory and communicates 
between the program currently running 
and the video card. This way, a game 
such as Sim City 2000 talks to the 
driver, which then interprets what is 
going on and sends the relevant 
information to the graphics card. 

Having a standard such as this 
should, in theory anyway, make life that 
much easier for everyone involved. 
However, some cards are not VESA 
compatible which means that other 
drivers have to be included in the game 
to allow it to talk to the graphics card. 
Local BUS VESA cards are simply 
VESA compatible graphics cards that 
use a local BUS system on the 
computer’s motherboard (if it is 
equipped with one) to run graphic 
applications, including games, at a 
much higher speed than the normal 8- 
bit VGA cards. 


“..[’m amazed at the number of 
complaints I hear, or read about, 


concerning ‘technical support’. 1 
purchased a copy of A-Train which is 
inherently incompatible with disk 


compression, and phoned up the Ocean 
technical helpline. Even after telling 
them details of my CONFIG.SYS and 
AUTOEXEC.BAT files they could not tell 
me why A-Train would not work on my 
system. Another problem is hardware 
compatibility. | own an Olivetti printer 
with a supplied Windows driver. This is 
fine for programs running under 
Windows, but what happens if | want to 
print under DOS? In these 
circumstances, neither the computer or 
hardware manufacturer wants to accept 
responsibility, and both blame it on the 
software! ” 

Marcus J Kerr, ABERDEEN 


PC PLAYER: Technical helplines seem 
to be the flavour of the moment. A lot of 
people have had problems with these 
lines, and it would appear that a lot of 
the technical assistants got their job 
through who they know rather than 
what. Still, if you’ve given a complete 
breakdown of the problem and the 
hardware you’re running it on, then you 
should at least expect an answer other 
than, “Sorry, | can’t help you”. It seems 
that technical helplines are the thorn in 
the side of the games playing public. @ 
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If you have any 
comments, 
queries or views 
on PC Player or 
the PC 
entertainment 
market in 
general, then 
we would like to 
hear from you. 
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Maverick 
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PC PLAYER ISSUE SIX 


PROBLEMS 


iii running Falcon 3 (the old 
version) the sound is out of 
sync with the graphics. On 





The idea for this 
page is for it to 
become 
something 
slightly more 
than just a 
simple ‘Question 
and Answers’ 


ffectively want 
o produce isa 


initial barrage 
oftipswe’re 
offering The 
Secret of 
Monkey Island 
from the Kixx XL 
catalogue to 
anyone who 





the start up screen, | have heard that 
the two aircraft fly over my head before 
they have actually reached me. When 
trying to communicate with other aircraft 
I’ve found that the sound is virtually 
inaudible. 

| have been to obtain a patch called 
F3 SND from Creative Labs to cure my 
problems, but unfortunately this didn’t 
work. | then contacted Microprose who 
said that my graphics card was far too 
fast for the game!?!? How can this be 
when the sound happens before the 
graphics? | was advised by Microprose 
to alter the speed setting on my sound 
card which my dealer had advised me 
could not be done. Does anybody know 
what they are talking about?” 
P Evans, Cleveland 


PC PLAYER: As you rightly say - the 
problem you’re encountering is quite an 
old one, however it’s quite easily 
rectified by means of a Falcon 3 
revision update patch disk which you 
can get your hands on from pretty much 
any shareware library around. As well 
as fixing various other bugs which have 
annoyed Falcon users for god knows 
how long, it also fixes your problem. 
Alternatively if you’ve been looking for 
an excuse to justify buying a copy of 
either the MiG or Hornet mission disks, 
you'll find that these will also cure your 
problems. If you have any trouble 
getting hold of a patch disk...give us a 
call and we’ll see if we can sort you out 
with something. 


e 
“Having recently bought a copy of A- 


HOPING TO SET UP A PAGE WHERE 


READERS CAN ALWAYS FIND A 


SOLUTION TO COMMONLY 


Train I’ve been experiencing some 
problems getting the thing to work with 
my machine. I’m currently using a 
486/33 with 8OMb hard drive and DOS 6 
with double space. Is there anything you 


can do to help me?” 
J Marcus, Kent 


PC PLAYER: Basically your problem 
running the game is caused by your 
system set-up. Like many games, A- 
Train refuses to work with virtually all of 
the disk compression utilities which are 
available on the market. Unfortunately, 
if you want to play the game on your 
machine you’re going to have to lose 
double space. 


“Gabriel Knight is currently driving me 
bonkers, for some reason it just doesn’t 
want to work on my system. No matter 
what | do it just comes up with strange 
error messages or alternatively it just 
crashes. 

I’ve tried using boot-disks, I’ve 
altered everything | can think of in my 
AUTOEXEC.BAT and CONFIG.SYS 
files but nothing will work. I’m currently 
using a 486 DX33 with 8Mb of RAM and 


a 240Mb hard drive. Is there something 


you can do to help me?” 
N Gorton, Aberdeen 


PC PLAYER: We actually encountered 
this problem ourselves when we 
received our review copy of the game a 
couple of months ago. From what we 
worked out it seems that there is an 
unusual system compatibility problem 
which totally screws things up with GK. 
If your BIOS isn’t something that the 
game recognises, it will just refuse to 
work. Fortunately Sierra has now made 
a patch disk which can be obtained 
from the firm’s customer support 
department. Call them on 0734 303171. 


“I’m in the market for a sound card at 
the moment but I’m a bit confused 
about the differences between an 8-bit 
and 16-bit card. Will it be possible for 
me to hear all of the digitised sounds on 
the (decidedly cheaper) 8-bit cards or is 
some sound specifically 16-bit? I’m 
currently looking at loads of different 
add-ons and the choice seems to be 
rather odd. Surely most of them are the 
same thing but with a different name?” 
G Hubbard, Northampton 


PC PLAYER: Sound cards come under a 
number of categories but the most 
widely accepted is the Soundblaster 
compatible system. Every game 
supports this card and if it uses digital 
sound it'll work fine whether the card is 
8 or 16-bit. What you will notice though 
is a decided change in quality of the 
sound. The 16-bit systems are very 
clear and high quality whilst its cheaper 
counterpart produces sounds which are 
very ‘scratchy’ and muffled. o 


MEMORY AND SOUND CARD PROBLEMS ~~ 


So what’s the easiest way to 
provide an optimum memory set- 
up? Well, there’s a lot to be said 
for boot disks — and it’s good to 
have an all-purpose set-up sitting 
on a floppy for those annoying 
little situations. 

Many games offer a custom 
boot-disk system which will not 
only optimise your memory, but 
also load the game in — however, 
we have found it helpful to have 
an all purpose ‘memory stripped’ 
system disk sitting around just in 
case we run into problems. 
Playing around with the system 
files on your hard drive is a pain 
at the best of-times, especially if 
you have a certain set-up which is 
good for most purposes. 

If you format a disk using the 
FORMAT/S command in DOS, all 
you have to do then is enter DOS 


EDIT and copy out the following 
two files. 

Save as A:\CONFIG.SYS 
DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE 
DOS=HIGH,UMB 

FILES=30 

BUFFERS=30 

If you are running Double Space 
from DOS 6.0 add the line: 
DEVICE=C:\DOS\DBLSPACE.SYS/ 
MOVE 

to the end of your file. 

If you find that this still 
causes memory problems (some 
really fussy games might insist on 
even more memory) try reducing 
the FILES and BUFFERS lines to 
either 25 or 20. 


Save as A:\AUTOEXEC.BAT 
PATH=C:\;C:\DOS 
PROMPT $P$G 


LH C:\MOUSE\MOUSE.COM 


Another common problem which 
seems to crop up in letters and 
phone calls to the PC Player 
office seems to revolve around 
sound card conflicts and 
malfunctions. With all of the 
different types of card around, it’s 
difficult to always say exactly 
what the problem is but invariably 
it has to do with the way a card is 
initialised. The standard set-up for 
many cards sees: 

ADDRESS: 220 

DMA:1 

IRQ: 7 

Most games will ask for this set- 
up and invariably (as long as your 
system has no hardware 
conflicts) it’s one that works. 
Unfortunately you may 
occasionally experience hardware 


conflicts which result in your 
system either; a) crashing or b) 
not playing any sound at all. If 
you’ve already tried altering the 
settings on your card (changing 
the IRQ to 5 and the ADDRESS to 
230, etc) you may feel that you’ve 
exhausted all of the possibilities. 
A call to the Creative Labs 
technical department left us with 
the following solution — they 
claimed that the problems could 
be that; a) the sound card isn’t 
100 per cent Soundblaster 
compatible which is something 
which just can’t be helped, or b) 
conflicts with other cards are 
effecting operation. To test for 
this the department suggested 
removing any cards and then 
replacing them into the system 
one by one — testing the sound 
with each card. Helpful huh? 


™ 





The Legacy Of Earth Depends — 
Upon. Your Survival 


ae is destroyed ey a catastrophic’ 
event, and ‘you're responsible for 
rebuilding civilization on another. 
planet. Where you go and if you sur-: 
vive is up to you and. there’ sa ood ; 
i possibilities. ; 


Based ¢ on NASA research i in planetary 
‘science, robotics, terraforming, and 


———_—— —! interstellar: -.spacecraft: design, ————— —- 
A virtual reality interface lets you build and control OUPOST pla ces you in - ontrol of th e The command structure allows you to analyze the 


the growth of ‘your colony. overall status of your colony. 


eax ate otro SS est comprehensive strategy simula- 
ess tion ever developed for the PC. : 





From. the colonization starship to the 
. robo-miners ‘and monorail systems .’ 
". you'll use on the planet surface, 

OUTPOST's photo-realism and 3-D 

rendered animations are unprecedented. 





You can build and operate a large variety of robots, — ie ; ee : i 
including Explorer. robots, Miner ee and Bull- D) eve ° P. ag FICcU ture, minin g an d: 


ps opaeemes ioe _ manufacturing to survive, and then 
oo ~ | invest in research: and recreation 
facilities to .make life miore 
comfortable: for: your colonists - 
hopefully they'll be around long . 
‘enough to: enjoy it. Because, in the’ 
| “end, the decisions you make is oe. 
‘ Begin your journey on the mother of all motherships. -determine the Gencny: of mankind. Fuel up i 's hydrogen atmosphere. : 





_ OUTPOST i is ‘available: on xe CDROM 
(eioppr™ version mak 3 soon) — 


«One of the few games which are e truly part of the ew ee 
PC semhit 
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rights reserved. ° “ 
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IBM HI-RES 256-color VGA Digptays 





Advanced Dungeons(j>ragons 


Strahd’s 
Possession 


nmask and defeat Strahd, one of the 

most nefarious of all gothic horror char- 
acters, or you'll never escape the terror of 
the AD&D® RAVENLOFT’ game world! 

Presented in High Resolution 320 x 400 
256-color VGA, StRAHD’s Possession delivers 
twice the quality of VGA without the cost of 
a Super-VGA card! So you experience gothic 
horror role-playing at its best in this visually 
stunning game. 

Bask in the glow of an exceptionally 
large 3-D gaming window. Explore bone- 
chilling dungeons. Challenge 30 authentic 
RAVENLOFT game world creatures. Cast 
over 60 mage and priest spells. Let auto- 
mapping keep track of your travels with 
maps that print — complete with any notes 
you made on them along the way. 

All this plus a haunting musical score and 
digitized sound effects will keep you on 
edge for hours and hours! Just be careful, 
things get pretty eerie when the sun sets! 


Available for IBM & Compatibles 
on 3.5” disks and 
Enhanced CD-ROM. 
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Birmingham B6 7SS, Tel: 021 606 1800 


e information was ¢ a C 
‘RMISSION FROM THE PERSO! 






Marketed and Distributed by U.S, Gold Ltd., 
1-4 Cuckoo Wharf, Lichfield Road, 













1ON LINES Legends of Valour; OB39 993 366 « Sir - Tech Wizardry Hint Line: 0839 994 477 
Indiana Jones and the Last 

e Maximum Overkill: O839 O07 725 Please note: The 

te at all other times. YOU MUST OBTAIN 


details. 





ing 1st Marc 
|O PAYS THE BILL 








Made with love’ by: 


<EUROMAG- 


OUT Cel TSO reson GESSIE Miclxo) CEMnle TEC ELMS SO Wiel 
they) aje/not lost permanently: 





People interested in helping out in any capacity, 
DEESO MSE US chuTG ioe te Scorn 


NOCHE TS Teel io WNESS SEEMS, Inkorr Cle) We) Chile Elan’ alae) 
EMENEVOIS) tion Une OU OTS NEES tenses 


i WOW CoOMiks EXCKOSS choy Saline) (ACESAS iol) 
UMS SUEY, POISE) CKo) TaKohe SU oy oxoyns tavern clare! Cokoy ete UKS LqaKoxwe 


Thank you! 


